
Oi! Who are you catling 




Vr- 




IN THIS ISSUE: 

^ Command & Conquer 

• Simon The Sorcerer 2 

• Prisoner Of Ice , 

• Civil War 

• Powerhouse 

• Striker ‘95 ^ j 

• And many more!/ / 


FX FIGHTER! last — Virtua Fighter (sort of) on your PC! 


CD-ROM EDITION (HD Edition also avaiiabiG) 


£4.95 


Aug/Sept '95 


_EXCLUS VE REVIEW! 































THE 




THY FLESH 

THE ORIGINAL, LEGEND'i 
THE ALL NEW, INCREDIBLE EF 

AVAILABLE FROM THE GROOVII 


AVA1L.ABLE ON 

A' 

THE UlTIMATE DOOM ^,1995 id sollware. All rights reserved. DOOM, the DOOM logo, the DOOM 





















uTI MATE 



CONSUMED 

iY GAME COMPLETE WITH 
IbOE IV: THY FLESH CONSUMED 

^ OF STOCKISTS FOR UNDER £30 

PC & PC CD-ROM 





. and id are trademarks of id software. GT™ and the GT logo are trademarks of GT Interactive Software Corp. 













6 Disks! 

Now, look here, you ignorami. The idea is that you 
actually read these pages before — and, indeed, 
during — any attempt to load our fabulous 
coverdisks onto your computer. Really, nothing could 
be simpler. But probably isn’t. 


WIN! ^ 

Your own 3-foot 
high Alien j 
^ worth £500! * 




12 News 

Gosh! It’s ‘Scoops!’ galore as the gluttons from PC GAMES press their greedy 
noses against the window of Mr Exclusive’s pie-shop! And what do they see? 
Why, seven pages packed to the crust with juiciest hunks of prime game news 
covered in an impeccable source, silly. And remember, every story comes with 
the PC GAMES’ no-gristle guarantee! 

22 Previews 

Yes, it’s Schubert-dip time again as we invite you to lie back and enjoy Britain’s 
most widely respected Symphony of the unfinished game. In the first move¬ 
ment the incompleteness of the lietmotiv is established by Rise Of The Robots 
2 , though the brooding violence of the theme is dissipated by the woodwind 
section during the composer’s search for spatial harmony in Space Quest 6. 

The rampaging coda as we approach The Last Dynasty prior to the SCi-intillat- 
ing finale has been regarded as symptomatic of the composer’s identification 
with pre-millennial Primal Rage. 


37 Reviews 

We’ve gone review-bonkers this month, readers. No really, we have, though! 
You won’t find a magazine that’s more bonkers about its reviews than us, I can 
tell you. That’s ‘cos we’re bonkers! Bonkers about games, bonkers about 
reviews, bonkers about being... utterly bonkers! In fact all we ever do at PC 
GAMES is bonk! Er... hang on, that can’t be right, can it? 


66 CD Updates 

CD Updates? Can’t get enough of ‘em, mate! 


It’s an RPG babe! No, but it is! Gasp as that ol’ 8-bit Spectrum classic does 
a Pamela Anderson right before your very eyes and blossoms and bulges 
into something unrecognisably more rounded and utterly brilliant! You 
won’t be able to keep your hands off it! Strictly for the more adventure¬ 
some gamester. 


67 Budget Reviews 

Specially curtailed and therefore price-friendly mini reviews which have been 
developed to allow two-fingers to be waved derisively in the direction of your 
bank-manager! 


70 Yours... For Less Than A Fiver! 

Our representative will call to insult you in the comfort of your own home. 
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...And hello butane! No but seriously, this little 3D texture-mapped cocktail of 
adrenaline comes complete with a gruntsome Magic Carpet-style engine that 
only runs on 4-star power! So, my fellow racers say ‘gao’ to Signor Simplomo 
and pull up to the pump marked ‘Grrrrrrrrrr’. 


^jT Boy, the times they are most certainly a-chang- 

f ^ GAMES! Yes, this will be the 

f \\ issue of PC GAMES you’ll see for a short 

I m M I j while because we’re shutting down shop for a 

I I I month to work on soem major magazine 

\ jj enhancements. Our plans are all a bit top secret 

// at the moment, but suffice it to say look out for 

_us again in September. Trust me — I think you’ll 

^ ^ like what you see... 

But enough about the future, what of now? Well, we’ve got some excel¬ 
lent stuff for you, including hot-off-the-presses reviews of Domark’s long- 
awaited Lords Of Midnight and Bullfrog’s incredible Hi-Octane. There are 
some top previews too, including Rise Of The Robots 2 and Primal Rage, two 
excellent beat-’em-ups which will be fighting for supremacy this Autumn. 

The HD disks are tops too. There’s Fuzzy’s World Of Miniature Space Golf, 
which is one of the most enjoyable golf-style games we’ve played in ages, as 
well as complete working versions of the Spectrum classics. Lords Of 
Midnight and its sequel, Doomdark’s Revenge. Meanwhile on the CD there’s 
a brilliant playable segment from Sierra’s Space Quest 6, a special track 
taken from Bullfrog’s Hi-Octane. a sneak animated preview of LucasArts’ 
Rebel Assault 2 (phwooaar!) and lots, lots more. 

Anyway, I’ll shut up now. You go off and enjoy your- 
selves and I’ll see you again in a couple of months’ time. 

Stay well. 


David Upchurch, 


Hi-Octane 













SCi-ence Fiction.30 


Sales Curve interactive has got more games in development than a top sports 
photographer! Ah-ha-ha-ha. Well, okay, five. And yes we know we’re not funny. 
XS, Lawnmower Man 2, Cyberwar, Gender Wars and that’s just for starters. For 
finishers you’ll have to turn to page 30. 


REVIEWED THIS ISSUE,., 


72 Power Up! 

Full Throttle, Ultimate Soccer Manager, Super Streetfighter 2 Turbo, High Seas 
Trader and not forgetting the old Cheat Lab! The list may not, demonstrably, be 
endless but it is, nevertheless, quite long. Anyway, ‘endless tips’ is an oxy¬ 
moron and we never use them in PC GAMES. 

86 Subscribe to PC GAMES 

How a subscription to PC GAMES might improve your sexual performance. 

88 Back issues 

We talk to Christopher Reeve. 

90 Win An Alien! 

No, really it is! I mean, you can. Win one. An alien. Worth 500 smackers. 

94 Dr Spanner’s Bits ‘n’ PCs 

The surgical mask slipped for a moment to reveal a startlingly helpful mouth 
which grinned wolfishly. 

97 Letters 

As in the amusingly constructed sentence which we are using to illustrate 
exactly how many letters, 97 isn’t. Go on, count them! 


Dampier Hockey‘^“ 


Brett Hull Hockey ‘95*^“ 

55 

Civil War^“ 

56 

Command & Conquer*^" 

52 

Dr Drago’s Madcap Chase*^" 

42 

FX Fighter'^ 

50 

Hi-Octane*^” 

62 

Lords Of Midnight 

38 

Picture Perfect GolP 

45 

Power House*^" 

49 

Prisoner Of Ice*^" 

58 

Prototype'^"’ 

48 

Scottish Open GolP 

44 

Silverload*^^ 

60 

Simon The Sorcerer 2*^“ 

46 

^triker ‘95'“ 





Whether ye be HD-endowed or blessed with a shiny CD, 
you’ll find a copious helping of top-quality demos over 
the page. Yummilicious! 




98 Next Month! 

...Will be interesting, if PC GAMES free — see this page to find out why. 


















So you're after a taster of just some of the 
games doing the rounds on the PC at the 
moment? Okay, you’ve got 'em! Whether 
you're a CD user or you like to stick to your 
floppies, we’ve got the lot for you — take a look 
below to see what’s in storel 




SYSTEM REQUIREMENTS 


Most of these demos will run on a 
/|86/SX PC with VGA. 4Mb RAM, DOS 
5.0 or greater and a mouse. However, 
please note that Buried In Time 
requires Windows 3.1 or greater, 
8Mb of RAM, a Soundblaster or 
100%-compatible soundcard, and 
SVGA to run. Hi-Octane needs a 
50MHz 486/0X2 to run at any decent 
speed, while Space Quest 6 requires 
a video card armed with VESA SVGA. 

How To Load Your Demos 

In a move to make your CoverCD 
and HD disks friendlier than ever, 


Fuzzy's World Of Miniature Space Goif 

Pixel Painters (HD & CD) 


Proving the theory that less is often more, Fuzzy’s World Of Miniature Space Golf is one of the simplest, yet most 
addictive games we’ve played recently. Based on Crazy Golf, the idea is to send a Space Golf Ball around a Space Golf 
Course using the least number of shots. You can only take a certain number of shots, so each hole can be crucial to your 
performance. The presentation of Fuzzy’s is excellent, and with its catchy tunes and addictive gameplay you’d better 
make sure you have some free time lined up! 

How To Play 

Thankfully Pixel Painters’ presentation is so good, there’s a great on-line instructions feature. Basically, though, the 
entire game is played using the mouse, pointing at the icons to move between holes. To play a shot, point-’n’-click on the 
ball, then drag the mouse in the opposite direction. A dotted line will appear, the length of which determines the strength 
of your shot. Let go of the button to hit the ball. Tip: Aim for the front of the hole, and don’t hit the ball too hard or it will 
bounce out again! 


(1) Loading From The HD Disks 

Place the disk in your internal 
drive, and then log onto it by typing 
A:, B: or whatever the drive letter 
happens to be. Now enter PCG to run 
the disk menu. From here, it all gets 
easier; simply select the demo you 
wish to play with the cursor keys, and 
then press RETURN to install it. You’ll 
be given instructions about how to 
run each game on the menu screen. 

(2) Loading From The CoverCD 

Place the CoverCD into your CD- 
ROM drive and then log onto it by 
typing D:, E: or whatever the drive 
letter happens to be. Now enter PCG 
to run the CoverCD menu. 

Demos on the CD take one of two 
forms — they can either be run direct 
from the disk or will need to be 
installed onto your hard drive.The 
menu item itself will tell you what 
needs to happen with each demo. To 
play each of the demos, just select 
the item you want with the cursor 
keys, then press RETURN — the rest 
will be done for you. 

In the case of a Windows game, 
the menu will launch Windows and 
run the installer for you. Bear in mind 
that you will need to exit Windows to 
get back to the main menu. Note that 
you must have set up a path to your 
Windows directory for this feature to 
work properly. If you haven’t, go back 
to the DOS prompt and enter 
PATH=C:\WINDOWS before running 
the CoverCD menu, assuming of 
course that Windows is stored in the 
C:\WINDOWS directory. 


LEmmings 3D 

Psygnosis (CD only) 

Everybody’s heard of Lemmings, but this is Lemmings with an added dimension — literally! Say goodbye to all those 2D 
maps of yesterday, and say “Hi!” to the nightmarishly complicated 3D maps of the future. And this demo has a full 30 of the 
100 in the final game. It’s the same story as before: guide a bunch of the tiny suicidal chaps to safety, overcoming obstacles 
and traps, and through the door at the end of the level. Now, though, they can not only drop down and climb, but also move 
in and out of the screen! Lucky, then, that you can view the Lemmings Island from any direction — simply by using the mouse. 
And you thought Lemmings was difficult... 

How To Play 

The first level is simple: make one Lemming into a Builder to build up to the tower in the middle. All the Lems will follow 
him up there, and through the door to safety. To make him into a Builder, use the mouse to click on the Builder icon at the 
bottom of the screen then, as one Lemming walks towards the tower, left-click on his head. That’s it! 

For more extensive instructions, try the READ.ME file in the L3D directory. 
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Rebel Assault B 

LucasArts (CD only) 


Okay, so the sequel to the biggest-selling CD 
game of all time (that’s, yes, you’ve guessed it — 
Rebel Assault!) is still some months away, but far 
be it from us to withhold important information 
from our great mates, er, you. And this demo is the 
most important information yet, showing that the 
improved video playback system which LucasArts 
keeps banging on about is not only up and run¬ 
ning, but damned excellent tool This is only a 
rolling demo sadly, but load it up, pump up the 
volume, sit back, and experience more of that 
LucasArts magic. 



Columns 

Brian Boese (HD & CD) 

Columns is one of those unusual Tetris variants, which is 
sufficiently different enough from Tetris to make it original yet clever 
enough to make it playable. When the game begins, a column of 
three coloured blocks falls from the top of the play area — the large 
test-tube thing on the left of the screen. The aim of the game is to 
make as many rows of three or more blocks as you can at the bottom. 
Semplitica? Si! 

How To Play 

Use the left and right arrow keys to move the column — yes! — 
left and right, and the up and down arrow keys to change the order 
of the coloured blocks. As the colours are matched, they disappear; 
so the trick is to try to build up as few odd-coloured blocks at the 
bottom as you can. Full instructions are available in the game, or in 
the file COLUMNS.DOC. 



ALERT! ALERT! 

My disk is fauity! 

Due to the massive number of 
disks duplicated, the odd one 
might be a touch faulty. If 
you’re unlucky enough to get 
one of these, don’t despair 
because help is at hand. 
Whatever you do DON’T SEND 
THEM TO US! Simply send 
them off to the following 
address with an SAE for 28p: 

PC GAMES Bodged Disks, 
Diskxpress, 

Unit 7, Willow Court, 
Bourton Industrial Park, 
Bourton-on-the-water, 
Gloucestershire GL5/12HQ. 

If you think you can solve your 
problems over the phone, try 
calling the disk helpline on 
(01451) 810788. The helpline 
is open between 3pm and 5pm 
on weekdays. 

Making A Boot Disk 

If you’re having problems running any 
of this month’s floppy games try mak¬ 
ing a boot disk. Take a freshly format¬ 
ted floppy disk, slap it into the disk 


Space Quest 6 

SiErra (CD only) 


Cheap shots, arse storylines, ridiculous gags... 
yes, it’s time for another adventure with Roger 
Wilco, intergalactic janitor, in his sixth (sixth! Can 
you believe it?) Space Quest outing. Funny, isn’t it, 
that over the last few years Roger has not only aged, 
but also he’s become more colourful and well- 
defined, not to mention learning how to speak along 
the way. This is the first Space Quest to feature 
speech — and we’re sure you’ll like it. 

Space Quest 6 is a fairly standard adventure, but 
like the previous five installments it’s got that spe¬ 
cial Sierra brand of humour, which you’ll either hate 
or, quite probably, hate. Don’t be expecting any 
LucasArts marvels here, just be ready for a few gags 
and some interesting pastiches on the sci-fi genre, 
and you won’t be disappointed. 

How To Play 

Once you’ve installed the demo onto your hard 
disk, run it and wait for the spaceship bridge to 
appear. Roger’s the one outside the window, squee- 
gying. Don’t touch anything for now, wait and watch 
what happens. 

Eventually, you’ll be given control of Roger. 
Using the mouse, you can select actions by clicking 
on one of the first four buttons (FEET — movement; 
EYES — descriptions; HANDS — using or taking 
objects; and MOUTH — talking). 

Use your eyes on everything, and if something’s 
takeable, take it — you never know when it will 
come in useful. Click on POCKETS to bring up your 
inventory, HELP to show what each of the buttons 
does, and CONTROL to change your preferences for 
the game. 



drive (I’ll assume it’s drive A for the 
moment) and type: SYS A:. The system 
files will be transferred and within sec¬ 
onds you’ll have a fully-functioning 
boot disk on your hands. 

All you then need to do is leave the 
floppy in the disk drive, reset your PC 
and finally try loading the game again. 
Don’t take the disk out of the machine 
as it boots up because you want the PC 
to read the information from the floppy 
rather than the hard disk. 

I/Hhat the.,. HELP! 

All these demos require 4Mb of 
Expanded (EMS) memory to run and at 
least 590K of free base memory, except 
where stated otherwise in the System 
Requirements panel opposite. If you 
have this, not Extended memory (XMS), 
they shouldn’t cause you any problems 
whatsoever. 

• Except where specified, these 
demos do not work under Windows and 
may not be compatible with 
DoubleSpace, QEMM 386 or Stacker 
disk compression software. 

The Fine Print Bit... 

The PC GAMES coverdisks are rigorous¬ 
ly checked for viruses, but coverdisks 
are used at the reader’s own risk. PC 
GAMES can accept no responsibility for 
damage to either data or hardware 
caused by using the coverdisks. 

PC GAMES and its retailers are not 
liable for any unnotified changes to the 
contents of the coverdisks which may 
occur, okay? 











































( disks!) 


Lords Of Midnight 
& Doomdark's Revenge 

MikE SinglEton (HD & CD) 


Lords of Midnight and Doomdark’s Revenge are two classic adventures from the days 
when the Sinclair Spectrum ruled supreme in computer gaming. Mike Singleton’s astonish¬ 
ingly complex games are still worthy even today, but the new updated Lords Of Midnight — 
which includes these two original games when you buy the package on CD-ROM — reminds 
us just how far computers have come in the last ten years. These two complete games are 
exactly as they were on the Spectrum. Ah, memories... 

How To Play 

Both games must be installed to your hard drive, even from CD. From the CD menu, select 
the demo you want to install (both demos take up roughly 300Kb of hard disk space), and hit 
RETURN. You’ll find a vast amount of instructions for both games in the respective directory: 
MIDNIGHT.TXT in the folder LORDS; and REVENGE.TXT in the folder DR. 

However, to get you started, here are the control keys for the two games... 


Lords Of Midnight 


Compass Direction Keys 


North 

North-East 

East 

South-East 

South 

South-West 

West 

North-West 


Doomdark’s Revenge 

Compass Direction Keys — As above. 

General Options 
Q Move 


General Options 
Q Move 


E 

R 

T 

U 

A 

D 

G 

J 

M 

ESC 


Look 

Think 

Choose 

Night 

New Game 
Old Game 
Yes 
No 

Select 

Exit 


Look 

Choose 

Check Place 

Check Battle 

Check Army 

Check Person 

Night 

Dawn 

Save 

Load 

Yes 

No 

Select 


Character Selection 
C Luxor 

V Morkin 

B Tarithel 

N Rorthron 


LUHOR THE MOONPPINCE 
Hg stands on tVie Downs 
oT Shadows, Look]no 
Non<:h to <:he Towen of' 
€he Moon. 


iiiiiii 





Hi-Octane 

Bullfrog (CD only) 

What’s this? Bullfrog, the company apparently dedicated to orig¬ 
inality, coming up with a racing game? Ah, but this is racing with 
a difference: if you can’t win races by skill alone, KILL ALL YOUR 
OPPONENTS UNTIL YOU CAN! Yep, your Hover-vehicle is armed to 
the gills with minigun rounds and rock-hard rockets, so any budding 
Michael Schumachers of the future (yes, Michael, we don’t forget 
that easily) should find bumping off your enemies not only effective, 
but downright fun! 

How To Play 

In this demo you will be racing against other computer-controlled 
Hover-vehicles around a simple, roughly oval track. This demo fea¬ 
tures a single-player mode and a multi-player mode. 

When you enter the game, choose Options to configure your 
game, including the number of computer players and the difficulty 
level. Now select Play, then hit the RETURN key when the demo track 
appears. Select one of the two Hover-vehicles available using the 
right and left arrow keys, then hit RETURN again. You will then be 
transported to the start line. 

Hi-Octane supports most major joypads, including Gravis and 
Phase 9 Phantom controllers, where the following applies: 

Button 1 Mini-gun 

Button 2 Missiles 

Button 3 Turbo 

Pull backwards on the pad to brake. 

If you’re playing on the keyboard, the following information 
might prove handy: 

Accelerate Up cursor 
Brake Down cursor 

Left Left cursor 

Right Right cursor 

Mini-Gun Z 

Missiles X 

Turbo C 


Further instructions can be found in the README.TXT file in the 
HI-OCT directory of the CD. 



Apache Longbow 

Digital Integration (CD only) 


From the company which brought you the great Tornado 
comes the ultimate simulation of the beefy Apache Longbow 
helicopter gunship. At least, that’s what Dl tells us, and you’ll 
have to take its word on that because this cut-scene is all 
you’re getting so far. We’ll bring you a full demo soon, but 
until then keep watching the skies! 




























( DISKS ) 


Squarex 

5 ol€au Software (CD only) 


It’s a bit basic, but this Amidar/Painter variant is maddeningly addictive. Use 
the cursor keys to move your yellow cube along the lines between the squares. 
The object is to enclose each of the grey squares with paint, and when you’ve 
surrounded them all, you’ll move on to a more complicated level. Avoid the 
mean orange cubes, who wander randomly along the lines — if you bump into 
one, you’ll lose a life. Full instructions are available by pressing ‘H’ on the title 


screen, or in the file SQUAREX.DOC. 


J 


BuriEd In Time 

us Gold (CD only) 


The Journeyman Project, a Quantum Leap-style project to jump around in time, 
formed the basis of one of the pioneering adventure games ever, using pre-ren- 
dered graphics to create realistic worlds. Buried In Time is its sequel, over two 
years in the making and sprawling over three CDs. 

In the full game you’ll leap between seven locations in the space-time continu¬ 
um, from Leonardo da Vinci’s workshop to a futuristic space station. For the pur¬ 
poses of this demo, though, you’re in a medieval village, complete with castle and 
battling knights, for a brief taste of what’s yet to come. There’s also a gallery, 
showing over 70 stills from the final game, a game overview, and a preview of cer¬ 
tain scenes from Buried In Time. 

How To Play 

Load up the menu, then select Buried In Time and hit RETURN. The program will 
automatically load Windows, and install Microsoft Video for Windows for you. You 
must have 4Mb of hard disk space available for this. Once installed, turn the vol¬ 
ume up and listen to the narrator welcome you to the game. Using the mouse, click 
on the third button to enter the playable demo. You’ll find yourself outside a 
medieval house. 

Clicking on the left and right arrows (bottom-right of the screen) will turn you 
around, while the up and down arrows enable you to look up and down. The arrow 
pointing into the screen makes you walk forward. If either of the arrows is greyed- 
out, then you can’t move that way. Occasionally you’ll see an object which can be 
manipulated — such as the door to the house. Move the cursor over the door, and 
left-click the mouse. The door will open, allowing you to enter. Have fun! 



TEEnAgent 

M€tropolis (CD only) 




Despite its rather, ah, basic appearance, we found this cute graphic adven¬ 
ture too good to resist. Hailing from Poland, Metropolis Software might not 
have produced much before, but it’s one to watch out for in the future. To play, 
use the PCG menu to install, then change to the TEENAGE directory and type 
SOUNDSET. Choose your sound source, then type TEENAGNT to run the demo. 


How To Play 

When the introduction finishes, you’ll find yourself standing outside a 
Secret Agent academy — and the first thing you need to do is get in. Use the left 
mouse button to look, the right mouse button to move or use, and point the cur¬ 
sor at the top-left of the screen to bring up the inventory. Do this, then left-click 
on the papers. Now click on the guard, and he’ll let you in. Have fun exploring! 


FramEd! 

Machination (CD only) 


Framed! is an adventure game, with a plot that unfolds as you play — or so it 
says in the instructions. Which is good, because it means I don’t have to explain it 
here. Seemingly, you’ve been locked in a cell for some reason, and the object is to 
evade detection, escape, then find out why you were in pris. 


How To Play 

Your character can be moved using keys or joystick, although the former is rec¬ 
ommended. Apart from a little dexterity control-wise, the rest of it is pretty self- 
explanatory, except for the keys which you’ll find next. Brief instructions are avail¬ 
able in-game, while the file GAMEPLAY.DOC contains the full monty. 


p 

Pick Up 

RETURN 

Inventory ''X 

ALT 

Use Object 

D 

Drop Object 

SPACE 

Manipulate 

T 

Throw Object 

E 

Examine 

L -t- Cursor Key 

Look In Direction^ 


JaggEd AlllancE 


Sir-TEch (CD only) 



In the style of UFO and Sabre Team, jagged Alliance is a turn-based 
strategy game reminiscent of Commando, Rambo and... urn, the A-Team. Guide 
your team of green-shirted meres to beat the red-shirted nasties into a bloody 
pulp. Armed to the teeth with guns, knives, grenades and, well, bags of other 
goodies, use your cunning to use the weapons to kill off all of the computer- 
controlled opponents. First one off the island, chaps! 


How To Play 

Using the mouse, click on the first player you want to move. His (or, indeed, 
her) face will light up in the respective panel on the left or the right of the main 
screen. The number next to the face is that character’s Action Points. This 
determines exactly what each character is capable of in each turn. 

Moving and using weapons each use up Action Points, the exact number 
depending on the distance moved or the power of the weapon. So if Bob, say, 
has 20 Action Points, he can move a distance of 12, then fire a gun worth 8 (12 
-I- 8 = 20, see?). 

To move the character, use the mouse to move the cursor to the required 
position. The number which appears in the cursor is the number of Action 
Points required to move there. If you have enough, double-click the left mouse 
button and he will move. 

To fire a weapon, place the weapon in the character’s left hand, then click 
the right mouse button on the enemy. The cursor will change from a square to 
a diamond, showing that the weapon is armed. Click the left mouse button on 
the enemy, and the character will use the weapon. Note: the guns become less 
accurate the further away you stand. You need to stand close to your enemy to 
use the knife. 

When you’ve exhausted your moves, click on DONE at the top of the screen, 
and the computer will take his turn. During this time your characters will build 
up Action Points (unless they’re being attacked!), so when the computer fin¬ 
ishes his turn you’ll start off afresh. Good luck, soldier! 


Full instructions are available, once installed, in the file READNIE.TXT in the 
JADEMO directory. 




































MAKE IT so 


Be part of an epic new adventure with Captain 
f^ica^d^^, Commander Rlker^'^ and ail the rest of the 
Starship Enterprise™ crew. 

“A Final Unity” is an original intergalactic epic of 
mystery and danger that takes you from the outposts 
of Federation space through treacherous encounters 
with alien starships and beyond - into the uncharted 
dangers of a massive nebula. 

Take control from the bridge or leave the ship 
to embark on critical Away Team missions. 

This interactive CD-ROM journey is a true extension 
of the famed TV series with accuracy in all details, 
including voice-overs by all seven of the 
television stars. 


Beam your crew to mysterious planets. Manoeuvre 
the U.S.S. Enterprise™ through strange galaxies to 
worlds beyond your imagination. You’re in command, 
working hand in hand with the most respected crew 
in the Federation! 

No other space adventure comes close to the reality 
of this CD-ROM excursion which is brought to life by 
characters who speak to you, rich cinematic 
sequences, incredible SVGA graphics and CD-quality 
sound and music. Experience hours of entertaining 
exploration and discovery as you freely travel the 
universe to unravel a mystery from the ancient past 
in this STAR TREK: THE NEXT GENERATION® epic. 

Make it so. Take your post and Engage! 


STAR TREK: THE NEXT GENERATION® “A Final Unity.” 

® and © 1994 Paramount Pictures. All Rights Reserved. STAR TREK: THE NEXT GENERATION is a Registered Trademark of Paramount Pictures. Spectrum HoloByte is an 
Authorised User. Spectrum HoloByte is a registered trademark of Spectrum HoloByte, Inc. Other trademarks are the property of their respective holders. 






With^ir the 
voices of the 


Tension boils on the briclgsjas anothm 
Red Alert appears imminent 


Alert your Away Team and pick the right 
combination of talent for each critical missiotf 


Available for 
IBM CD-ROM 


Also look for STAlt TREK: THE NEXTjGENERATION 
^‘Future’« PasU” on Super NES. 


exactly whai Kind af business are you enyaged in. Caiman'* 
You say you're a fully registered trader in this sector'* 


Beam down to exotic worldf as tliAmystery 
of an ancient and highly advanced * 
civilisation slowly unfolds. 


Open hailing frequencies and 
prepare lortlie unexpected 


9 B£^Z13S3B 






|l.».u I 



I 

\LJ " > 




m • • 


0 
























FiGP 2 — First Pics! 


L ast month, PC GAMES exclusively revealed it had actually seen F1GP2 
MicroProse’s follow-up to its hit racing simulation, Formula One Grand Prix. 
We know that isn’t much good to you, the poor, clueless reader, but now — thanks 
to much badgering by us — we can exclusively print actual in-game shots! So 
here they are, then, in glorious SVGA. Feast your eyes on them, our children.. 




Capturing The Spirit Of English Footy 



and the resulting images plonked into 
games. What this means is that in 
Actua Soccer it really will be England 
goalie Chris Woods tipping your shots 
over the bar and Andy Sinton curving 
shots into the back of the net. 

The process has proved strange for 
both boys. “The thought of actually 
getting my goalkeeping movements 
into a game is quite daunting, really,” 
admits Chris Woods. “When you were 
young you saw people starring in films, 
and recently it has started happening in 
games. You could say it’s a dream come 


true, and it’s certainly going to be very 
interesting seeing the outcome.” 

QPR Judas Andy Sinton is equally 
excited: “It’s a big change from provid¬ 
ing the action on the football pitch. It 
was quite hard work, but I’m certainly 
looking forward to the finished game.” 

Actua Soccer will be the first release 
to use Gremlin’s in-house capture facil¬ 
ities, dubbed and trade-marked 
‘Motion Analysis’. The kit cost the com¬ 
pany quite a lot of cash. We’ll be able to 
see if the results are worth it when the 
game is released in September. 


G remlin’s Actua Soccer, 
which has had Dave 
drooling off pounds of fat 
since he visited Sheffield 
a month or two ago, will 
capture everything that 
makes British football 
Great when it is released 
next month — and it’s all 
thanks to soccer stars Andy 
Sinton and Chris Woods. You 
see, the two Sheffield footy 
heroes are the latest celebs 
to be ‘motion captured’. 


This is the process where 
‘real, live’ people are filmed 
prancing around in a dark¬ 
ened room with lots of tiny 
white balls attached to 
them, and the resulting 
images ported straight 
across into a computer to 
form wire-frame 3D models 
that mimic human move¬ 
ment perfectly. These 3D 
models are then fleshed out 
with texure-mapped and 
Gouraud-shaded polygons 

















































Race In 

W hingeing old moustache-face 
Nigel Mansell have been a top 
IndyCar driver, but his roaring World 
victory in his first season was some¬ 
what overshadowed by his crushing 
defeats the following year, in which an 
American called Al Unser whipped him 
into submission. 

A logical and fair question at this 
point is: who the heck is Al Unser? Well, 


-dy States 


God only knows, but he’s the subject of 
Mindscape’s new racer entitled Al 
Unser jnr Arcade Racing. 

More of an adrenaline-pumper than 
an in-depth sim, Al Unser promises to 
be a fast and furious driving game 
owing more than a passing nod to 
Ridge Racer et al. It will be fully-net- 
workable (with up to eight human play¬ 
ers taking part in the proceedings) and 


configurable to suit everyone’s 
machine and tastes. 

Developed by Mindscape Bordeaux, 
the new, snazzy name for Warriors cre¬ 
ators Atreid Concept, Al Unser jnr will 
feature 15 tracks, four styles of play and 
10 other Indy-style racers. Coming in 
now-obligatory SVGA, this promising- 
looking arcade fest will be released 
next month. 



Ascon Take Pole Position 


S eptember will see the release of Ascon’s Pole Position, 
the first of many Formula One management games that 
will enable you to control every aspect of an Fi season from a 
comfy chair — just like Frank Williams. 

Every decision has to be made by you, from shaping new 
prototypes to handling awkward questions at press confer¬ 
ences and formulating race strategies. Each race will be cov¬ 
ered TV-style, with rendered graphics depicting the on-track 
action, and commentary detailing the race events. Ascon is 
promising atmosphere so real you can almost smell the burn¬ 
ing rubber, so Benetton-style refuelling mishaps will 
undoubtedly feature heavily. 

But rather that sitting back and putting its feet up once 
Pole Position is finished, Ascon will concentrate on two other 
releases, with subject matters that couldn’t be further apart 
if they were based on jason Donovan and homosexuality. 

Elizabeth 1 is an adventure that takes place in the days of 
the eponymous monarch. But rather than playing an ugly gin¬ 
ger-haired ruler, you step into the shoes of a dashing adven¬ 


turer and ship owner. The game takes place over 30 years, so 
key historic events like the Spanish Armada and, erm, other 
things will feature heavily. 

But rather than being a pure graphic adventure, Elizabeth 
1 will have its fair share of arcade action, including animated 
knife fights. You’ll be able to play as a patriot or a pirate, 
depending on your social persuasions, shaping your own 
destiny and, according to the press release, being a part of 
the greatest story ever told. 

And then there’s Blades Of justice, a futuristic helicopter 
simulation that should fly into the PC skies early next year. 
Ascon is going mission crazy with this one, designing and 
implementing over 70 of the blighters, so longevity should be 
one of the game’s plus-points. 

With a release date so far off, information is not surpris¬ 
ingly hard to come by, but rest assured that we’ve sent our 
news hounds sniffing into the affairs of Ascon, and we’ll 
hopefully have something more concrete within the next 
couple of months. 



Team Talk 


Who are the geezas who write 
PC GAMES? And just what or 
who has taken their fancy this 
month? All is revealed below.. 


David Upchurch 


Editor 

Dave’s been knocking 
around the software 
industry for many years 
now, and he often waxes 
lyrical about the supposed 
‘Good Old Days’. So he 
was in hog heaven 
when he got to review 
Lords Of Midnight, 
which is a 90s update 
of the old Spectrum 
monochrome classic. 







Alex Simmons 

Reviews Editor 

Young Alex likes his cars 
fast and his women faster 
— which is why he liked 
Bullfrog’s surprise release. 
Hi-Octane (although he was 
disappointed by its 
lack of ladies). “I love 
racing around, blasting 
other people off the 
road — and I love 
doing it on a computer 
too,” he burbled. 



David Kelsall 

Art Editor 

Dave the Ed’s not the 
only team member who 
has a special fondness 
for anything created 
before 1990. Yes, Dave K’s a 
nostalgia freak too. In 
fact, this month he’s ^ 
spent all his spare time 
playing Monty Mole on 
a Mac Spectrum emula¬ 
tor. “Monkey nuts!” he 
screamed. 



Pete Barrel! 

Designer 

Hankies out, girls! Yes, 
young Pete is leaving 
PC GAMES to become 
Art Editor on NMS, 
EMAP’s official Nintendo 
magazine. Any parting 
words, Pete? “Oooh, I 
don’t know. I saw a 
man talking to a dog in 
the pub. It was goody- 
goody gumdrops.” Yes, 
he will be missed. 



























T wo tabs of whatever those boys 
and girls at Sierra are smoking, 
please! Its first foray into the world of 
metal balls sounds like the most drug- 
induced concept we’ve ever heard of. 
(Of course, when we say ‘drugs’ we 
mean caffeine and aspirin, not nasty 
rocks of crack.) 

You want proof? Okay. Sierra Ultra 
Pinball: Outpost Odyssey is a 3D pin¬ 
ball simulator that can be played in a 
number of different ways. For those 
who frown upon ‘wacky baccy’, the tra¬ 
ditional ‘bash the ball and get as many 
points as possible’ mode is in there, 
and can be played on your own or 
against three mates. In this mode, a 
number of different views can be select¬ 
ed, and there are accompanying video 


clips and graphic rewards as incentives 
to do well. There are even tips from 
world class players — including the 
current World Champion. 

But real space-heads will want to 
use the ball to start colonies and find 
spectacular Easter eggs and hidden 
bonus cows. But you’ll have to guide 
your ball past craters and robots as you 
attempt to build a space civilisation. 
Your ultimate goal — obviously — is to 
build a starship to send life to another 
world. Weird... 

Sierra is developing the world’s first 
specially-devised controller to accom¬ 
pany the game (which will be Windows 
‘95 compatible, by the way). Sierra 
Ultra Pinball: Outpost Odyssey will be 
released in September. 



Hello, my dear friends — or should that be goodbye? You see, I have some 
exceptionally sad news to impart (well, it’s sad for me — no doubt there will 
some out there celebrating when they hear it). What am I going on about? 
Well, I’ll tell you... 


$€ 


Out with the old, 

in with the new... 

Well, it had to happen. I should have realised when Big Dave 
suggested I should take a break last month that things were 
bound to change. And so they have. You see, my P45 
has been handed to me, my desk cleared and my 
space in the mag’s pages reduced to something 
less than nothing. Apparently, my endless 
whingeing has begun to grate and this (sob!) 
will be my last column. 

I can’t say it’s been fun. Every month 
I’ve consistently tried to highlight the 
less desirable aspects of PC games, 
sometimes causing much gnashing of 
teeth and slamming of desks among the guilty par¬ 
ties. My past 12 issues have tried to make things — 
as I see them, at least — better for the good of 

L-_ 

gamesplaying in general. 



So what has changed? In a word: nothing. Against my better judgment, 
the industry has hiked up minimum machine specifications and firmly 
camped in the sight marked ‘CD-ROM’. Thus, you, the poor punter, has had 
to spend yet more hard-earned cash upgrading your machines, so that you 
can spend ages watching tedious pre-rendered sequences and move 
crosshairs around the screen. 

The emergence of the ‘Big Boys’ — something that can only be a bad 
thing — has continued, with the large corporations swallowing up the tal¬ 
ented developers, adding profits to the top of the list of priorities. 

The 3D revolution is continuing — expect more sub-standard Doom 
clones over the next lifetime, then. 

And, yes, much to the delight of spotty no-life saddies, the Internet has 
exploded and titles containing gratuitous sex still show no sign of abating. 

To be honest with you, I’m thinking of jacking in this PC lark and going 
back to the days of sitting in front of a wireless for relaxation. You may not 
remember this pastime, but I have been around for eternity and consequent¬ 
ly have seen and done everything more than once. 

It pains me, though. I remember when the computer games industry was 
driven by programmers with enthusiasm, optimism and the will to impress 
others with technical innovation. Now it seems cloning is the order of the 
day. When will software publishers realise that we only want one 3D shoot- 
’em-up, one driving game, and one huge RPG? 

Whatever happens, I will continue to purchase PC GAMES and I look for¬ 
ward to watching the PC developments from a distance. Who knows? If 
something gets my back up then perhaps I’ll put in a guest appearance. 

































Maximum destruction 


Insane weapons 


Thundering engines 



Fast texture mapped 3D flight with full 360 8 player network and 2 player modem 

degree movement. support. 

9 Planets and 27 levels to explore- Non-stop air-to-air and air-to-ground 

with over 400,000 sq miles of terrain. realistic action and futuristic Comm- 

Bat™. 

CD-ROM includes over 70Mb of cinematics 

Professional music soundtrack and 
fully digitised sound effects. 

SVGA support. 

. . Kick some asteroid! 




Note: The shareware version of 
Terminal Velocity is a subset of the fujl 
game and contains only 3 of the planets 
The shareware CD-ROM version does 
include cinematics. 


GAMESMASTEH 

"...the best airborne 
shoot-em-up ta hit the shelves 
for a hell of a long time " 

" 93 %"- JULY 1995 


Available on IBM/PC and CD- 
ROM shareware from end June 
1995. Available on IBM/PC and 
CD-ROM full version from early 
July 1995. 


PC ZONE 

"This, in my opinion is what Magic 
Carpet™ should have been." 

-JULY 1995 


Developed by Terminal Reality, Inc. Published by 3D Realms Entertainment. Published commercially by FormGen, Inc. 3D Realms Entertainment is a division of Apogee Software, Ltd, 
All rights reserved. Licensed to U.S. Gold Ltd., Units 2/3 Holford Way, Holford, Birmingham B6 7AX. U.S. Gold is a registered trademark of U.S. Gold Ltd. 

All trademarks are recognised as the property of their respective owners. 









O With the commercial 
potential of the Internet still 
relatively untapped, MJN 
Technology has assured its 
place in the history books as 
it’s the first PC manufacturer 
to sell its stuff in 
Cyberspace. Logging on to 
http: //www.spend.com:8i/ 
mjn/will call up menus from 
which is it possible to buy 
MJN’s stuff — provided, of 
course, you have someone 
else’s credit card details to 
hand. 

O Rumour has it that a 
Rocky Horror Show game is 
on the way. Dubbed a 
‘Rockumentary*, this was 
reputedly doing the rounds 
at last month's Electronic 
Entertainment Expo, and will 
combine multimedia-style 
presentation with a solid 
game to boot. More (con¬ 
firmed) news soon! 

O Amstrad has announced 
that its PCs will shortly be 
shipped with full Plug & 

Play compatibility. This 
trendy euphemism means 
that PC idiots like us won’t 
have to arse around 
installing software and the 
like. Hooray for that, then! 

O There's a CD coming out 
in June that will play on your 
ordinary hi-fidelty system — 
and your PC! Provided you’ve 
got a CD-ROM drive, obvi¬ 
ously. Plonking it into your 
computer will allow you to 
access all kinds of gumph 
about the band — a bunch of 
Herberts called Nyack — 
including videos and exclu¬ 
sive performances. For more 
info, whip out your modem 
and log on to 

http://www.echo.co.uk/echo 

/echo.html 

O Silica has just announced 
the arrival of its Family PC 
— apparently it’s so easy to 
use, your Dad could use it. 
Priced at £899 + VAT for a 
486 DX4/100 mini-tower, or 
£1449 + VAT for a Pentium 
multimedia system, these 
computers are fully-upgrad- 
able and come with Silica’s 
special brand of love. For 
more info, call Silica on: 
(0181) 3081230. 


The Champ Is Back 


I t seems unbelievable now, but just 
over three years ago there were no 
computer saddles. Sure, there were 
spotty oiks who tinkered around in var¬ 
ious dungeons and never spoke to 
girls, and there were others — equally 
spotty — that endlessly played strate¬ 
gy ‘games’. But your average games- 
player still ventured out into the real 
world, even if it was only to replenish 
their supply of Oxy-10. 

Oliver Collyer changed all that. For 
he was the person behind the socially- 
destructive Championship Manager. 

In the past 1095 days, lives have 
been destroyed, relationships wrecked 
and jobs lost. We’ve even heard of a 
case — and this is completely true — of 


Mr. Sad from Sadsville (which is not his 
real name, obviously) who bought a 
computer purely for the purpose of 
playing Championship Manager. 

Since its original release many 
moons ago, there has been a huge 
number of Championship Manager vari¬ 
ations — the Italian League, End of 
Season Data Disks, that kind of thing — 
but never a ‘proper’ sequel. 

Domark has also just officially 
announced the long-rimoured exis¬ 
tence of Championship Manager 2, and 
it has enough new features to make 
even the most anti-football manage¬ 
ment gamer moist. 

Designed specifically for the PC, 
CM2 promises to be much, much faster 


than the original (which, it has to be 
said, tended to test the patience of 
football-loving saints everywhere). 
International management plays a 
major part in the game, so that you can 
now work your way up into the Premier 
League and beyond — possibly leading 
a National side into the World Cup. 

Commentary will be provided by an 
as yet unnamed sports star, and the 
overall result is reputed to be just like 
watching the telly. Only telly that you 
control, obviously. 

Championship Manager 2 (which 
will appear in super SVGA-O-Vision) 
will be released for CD-ROM and floppy 
in September. And — yes! — we’ll have 
more news soon. 



Russian Around 


M indscape gave a little sneak preview this month of a 
new flight sim that they’re currently planning to launch 
in the Autumn. Called (snappily) SU-27, it puts you in the 
cockpit of the pride and joy of Russia’s 
airforce, flying over the Crimean 
landscape against the forces of 
the Ukraine. 

Not only is it politically bang up 
to date (well, at the 
time of writing, ' 

anyway — but 
you know how 



things change), but it’s also guaranteed to be scorchingly 
realistic since the game’s being designed in Russia with the 
help of some of the guys who helped build the real thing. It’s 
in glorious SVGA, but goes heavy on masses of polygons 
rather than any of this texture mapping or Gouraud shading 
business. That means that each plane can have literally hun¬ 
dreds of polygons and, when the flaps go out, you see them 
move on the wing. 

The campaign options also promises to 
be corkingly good, taking the best of 
the AV8-B system without any of 
the confusing bits (thank 
God for that!), and let¬ 
ting you set up 
missions 
against just about anybody with whatever support you 
fancy. Not only can you make a whole war up, but then you 
can fly your fighter safe in the knowledge that everybody else 
is acting intelligently around you. The computerised artificial 
intelligence is the other thing that the boys in Russia have 
been beefing up. 

The question is, though, how does it move? Well, from the 
preview we had, it was as slick as a back-street in Siberia, 
and promises to fly without a major clunk factor even for 
owners of low-spec machines. 

What with Mindscape committed to developing games on 
Windows 95, SU-27 will play just as well on the new system. 
So, if you’re a flight sim buff and you upgrade your system, 
then at least you’ll have one game that’s guaranteed to work. 
Are we looking forward to it? Da, comrade, you betski! 







































BMG Splashes Out 

B MG Interactive Entertainment has once again been dipping its vast corporate hands into its 
seemingly bottomless bag of cash. Not content with acquiring the distribution rights for the 
next batch of DMA Design releases a couple of months ago, the $4.1 billion entertainment arm 
of Bertelsmann AG has thrown squillions of pounds at NMS Software Ltd, the team currently 
beavering away on Virgin’s Tilt. The deal covers NMS’s next three titles which will be distributed 
world-wide by BMG. 

“NMS is a forward-thinking team with the experience and ability to exploit technological 
advances,” offers Ian Mathias, Product Director for BMG Interactive (UK). “When this capable col¬ 
lection of programming and production talent approached us, it was impossible to ignore them. 
This partnership further enhances our commitment to both gamesplayers and the development 
community to provide premium playability.” 

NMS is equally excited about the deal. “After all these years in the business it’s refreshing to 
deal with a publisher like BMG,” says NMS Director Richard Chappells (probably whilst counting 
his pots and pots of money). “They understand the needs of the developer and the gamesplayer, 
and they have the distribution muscle to make sure that we are seen and heard around the world 
— which suits us fine.” 

The next three NMS releases will all be written for the PC, with the first one scheduled for an 
Autumn release. 

Incidentally, those who have been interested in computers since the halcyon days of the 
Spectrum and C64 will be interested to learn that BMG has ‘bought’ veteran whinger Gary Penn, 
who joins the company as producer. Since jacking in his job as Editor of our sister magazine The 
One years ago, his endless freelance rantings and slaggings have been the bane of bad software 
publishers everywhere. His industry knowledge should therefore ensure that BMG’s future 
releases play well. Because, as Loadstar proved, it doesn’t matter how much money you throw at 
a game — it’s the playability that counts. 




Virgin Washes Whiter 

V irgin’s ‘not-budget’ range. The White Label, will double in 
size this month with the addition of four hot new titles, 
joining the line-up of Hand Of Fate, Lands Of Lore, IndyCar 
Racing and Conspiracy will be Overlord, SimCity Enhanced, 
Dune and Buzz Aldrin’s Race Into Space. 

These games, which are all CD-ROM only, will cost between 
£9.99 and £12.99, representing tremendous value for money. 
And for once, it’s good to see a software publisher putting out 
decent games at decent prices — not releasing any old tat and 
hoping it sells. 

Virgin promises more quality White Label releases within 
the next couple of months, so we’ll keep you posted with the lat¬ 
est developments. 


Riddle Me This... 

A lthough PC screensavers are undoubtedly useful things for pre¬ 
venting image burn on your monitor, they do tend to highlight 
the fact that since your computer hasn’t been used for a while, you 
are obviously not working. 

However, thanks to Riddle Of The Runes: The Worlds Of TSR 
Screensaver (phewl), any bosses making snide comments can be told 
to bog off, as staring at the assorted images on offer can net you a 
cool £10,000 prize. 

The program contains a selection of official TSR artwork. 
There are a number of different modes which vary from throwing up 
assorted themed images to providing mini quests, but the most 
interesting and profitable way of using the screensaver is in its 
special Riddle Master mode. In it, each piece of original fantasy art is 
set in a frame depicting a number of runes that, in conjunction with 
the images, provide the viewer with clues pointing to the secret loca¬ 
tion of hidden treasure. 

Riddle Of The Runes: The Worlds Of TSR Screensaver will be 
available in June on both floppy and CD-ROM. 



Stone The Crows 


L icence king Acclaim has snapped up the rights to 
the sequel to last year’s moody action flick. The 
Crow. Notable for the fact that the lead star, Brandon 
Lee, died on-set in a freak shooting accident, this 
motion picture raked in over $100 million dollars, 
making a sequel inevitable, if a little difficult, thanks 
to the untimely departure of its male lead. 

The Crow: City Of Angels, as the film will be called 
sees international film star Vincent Perez stepping 
into Lee’s shoes, reprising the role of a nice guy shot 
dead buy nasty men and brought back to life buy a 
mysterious crow. 


The game promises to draw heavily from its film 
parent, thanks mainly to the unique fact that it is 
being developed in tandem with the actual movie, 
right from storyboard stage. 

The Cro'w: City of Angels will be the first release 
under an alliance between Acclaim and the Edward R. 
Pressman Film Corporation, which gives the mega 
publisher rights to all the corporation’s future films. 

Miles Mogulescu, Executive Vice President and 
CEO of Content, Inc., the new media subsidary of the 
Edward R. Pressman Corporation, is excited by the 
project: “The film producers and interactive designers 


will closely collaborate to create a game which is true 
to the unique Gothic spirit of The Crow,” he enthuses. 

“We are extremely excited to unveil The Crow: City 
of Angels as our Acclaim/Pressman interactive pre¬ 
miere,” continues Robert Holmes, President of 
Acclaim. “We look forward to working side by side 
with the talented people at Pressman and Content, 
Inc. to create compelling games that are true to the 
excitement, intrigue and mystery of the property.” 

No firm release date has been set, but it is unlike¬ 
ly we’ll see the fruits of Acclaim’s labour until the end 
of the year, when the film is due to be released. 


















Phoenix From The Flames 


hile the year-long troubles that 
plagued Amiga manufacturer 
Commodore may have resulted in so- 
so news for our sister publications The 
One and CU Amiga, its new parent 
company, Escom, has decided to rein¬ 
vest in the PC market. 

At a recent press conference in 
Germany, General Manager of Amiga 
Technologies Petro Tyschtschenko 


announced that Commodore Pentium 
PCs will be available from August this 
year. No price details have been 
announced, but it is understood that 
these machines will come fully-loaded 
with software and that there will be 
two models: P75S and Pioos. 

As some of you may remember. 
Commodore did try and crack the PC 
market a few years ago, but the gener¬ 


al opinion of its machines was that 
they were far too clunky and difficult to 
install with new hardware. 

That said, this is a totally new 
Commodore, so its track record should 
be put firmly in the past. And who 
knows — if we can blag any machines 
in the Summer, we may well be able to 
give you the full lowdown on how they 
shape up. 



Virgin Goes Legendary 


I n yet more splashing of cash, Virgin Interactive Entertainment has announced 
that it has sole European rights to all things Legend — that is, every future title 
to emerge from the award-winning US developer. 

The first fruits of the new relationship can be seen this Autumn, when Legend’s 
Mission Critical hits the shelves. The game stars Hollywood’s Michael Dorn from 
out of Star Trek: The Next Generation and Patricia Charbonneau from out of, er... 
Robocop II, and is a “powerful deep space adventure packed with realistic space 
combat, credible futuristic technology and astonishing alien creatures”. 


Early preview demos suggest that the game has managed to capture the claus¬ 
trophobic feeling of deep space, and the pre-rendered visuals certainly look nice. 
However, little gameplay has been seen, so we can’t possibly comment on that. 

Later on in the year, we can expect a role-playing game based around the 
Shannara novels, the world’s most popular series of fantasy books. Legend’s 
multimedia adventure promises to feature an all-new storyline drawing on the 
history of the Shannara world, with 3D modelled characters, digitised audio and 
spectacular animated sequences. 





















































It*s a Scream! 



O ne of Virgin’s hot unveilings at was Screamer, a 
Ridge Racer clone developed by Graffiti Software. The 
game is still a long way off (a release date of November is 
likely), but a new version has just been show to PC GAMES, 
and we thought you’d like to see how it’s coming on. 

However, to describe the game as a Ridge Racer clone is 
a little unfair as the finished game will feature five times as 
many tracks, plus a secret course that will remain hidden 
until the player figures out how to activate it. You’ll be able 
to choose from eight different cars, and — yes! — eight peo¬ 
ple will be able to race each other via a network. 

The early version shown at E^ got jaws a-dropping, and 
we’ll be taking a more in-depth peek at this ace racer in a 
couple of months. 





KUk& Play Away! 


oi the fASTCST 


E uropress Software is releasing the first set of Klik & Play- 
originated games this month. Priced at one pee less than a 
fiver, the quartet — dubbed: ‘the fastest games for 
^ Windows you’ve ever played’ — come complete with a 

f iff Klik & Play demo, so you can see for yourselves how easy 
iff it is to write another Wing Commander 3 or Flight Unlimited. 
fff (Well, maybe.) 

/ We haven’t seen these games, so it’s impossible to say 
whether or not it’s worth splashing out on this pack, but we reck¬ 
on it may be useful reference for Klik & Play users as each game can 
be imported into the package and its innards examined. 


Yawn! 

A lthough some anoraks find hardware a turn-on, 
here at PC GAMES we find them positively yawn- 
inducing — unless, of course, they look vaguely phal¬ 
lic. And as none of our love pythons look like SNES 
joypads, the latest control devices to come from 
Technoplus sent us all to sleep. 

For the record, they come colour-coordinated to 
the IBM PC (in other words read: ‘grey’), have an 
extra long cable “for maximum convenience” and 
arrive in a secure carry case. 

But perhaps the best news for us technically-lack¬ 
ing gamesters is the fact that you don’t have to con¬ 
figure the PC Gamepacks — just plug ‘em in and play. 
Priced at £24.99 and £12.99 respectively, the PC 
Gamepack and PC Control Pad are in the shops now. 
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Top 10 PC Games 

1. Ultimate Soccer 

Manager 

Impressions 

2. Magic Carpet 

Electronic Arts 

3. Premier Manager 3 

Gremlin Interactive 

4. Sim Tower 

Maxis 

5. Flight Of The Amazon 
Queen 

Renegade 

6. Transport Tycoon Editor 

MicroProse 

7. Discworld 

Psygnosis 

8. Super SF2 Turbo 

GameTek 

9. Aladdin 

VIE 

10. Rise Of The Triad 

us Gold 

Top 10 CD-ROM Games 

1. Full Throttle 

LucasArts 

2. Flight Unlimited 

VIE 

3. Discworld 

Psygnosis 

4. Virtual Pool 

Interplay 

5. Civil War 

Empire 

6. Slipstream 5000 

Gremlin 

7. Dark Forces 

LucasArts 

8. X-Wing Collector’s CD 

LucasArts 

9. Sim Tower 

Maxis 

10. Lost Eden 

VIE 


A 



MEGASTORES 


These charts are supplied by Virgin Megastore. 
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Your one STOP solution for the 


Complete solutions 
from £39.95 

Please call for a complete 
price list or call our Fax Back 
service from your Fax Machine. 
All prices exclude VAT and 
Delivery E&OE 



Call: 

01453 83 62 11 

Fax/Fax-Back: 01453 836212 


SELECTIVE BBS 

Comprehensive ADULT section (over 18’s only) * Pictures of UK glamour 
models who will pose for amateur photographers * Satellite info (inc. how 
to get the naughty films!) * Shareware Games & Utils Galore * Hacks ‘n’ 
Cracks ‘n’ Tips * Trekkie Zone * Clip-Art & True Type Fonts * Graphical 
Software * Music Shareware / MIDI and MOD section with Music Related 
Conference Areas * Horse Lovers area * Business Opportunity area * Stamp 
& Coin area * Genealogy Area * Skill Base ; The on-line way to find work 
or offer a vacancy * Technical Shareware and much more! 

Call 0131 447 8051 and download FREE samples or subscribe on-line with 
your credit card for full IMMEDIATE access! 

BEST OF 1994 CD-ROM CONTAINS OVER 2,000 ADULT 
GIF FORMAT IMAGES FOR ONLY £49.95 + £3 P&P. 

Call our credit card hotline on 01745 337438 or send to 
Selective (Dept PCG), 36 St Marys Street, Edinburgh, EHl ISX. 
Send S.A.E. for our new fuller catalogue! 





IF AN 

ADVERT IS WRONG, 
^ WHO PUTS IT RIGHT? 


We do. The Advertising Standards Authority ensures 
advertisements meet with the strict Code of Advertising Practice. 

So if you question an advertiser, they have to 
answer to us. 

To find out more about the ASA, please write to 
Advertising Standards Authority, 

Department X, Brook House, 

Torrington Place, London WCIE 7HN. 



ASA 


This space is donated In the Interests of high standards in advertisements. 
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Rise 2: RGSurr€ction.22 

While Rise Of The Robots will go down in the annals of history as one of 
the most hyped yet disappointing games ever, Mirage is confident that 
the vastly improved Rise 2: Resurrection will snatch the beat-’em-up 
crown from Super Street Fighter 2 Turbo. Alex Simmons climbed into the 
ring to see how Mirage’s up-and-coming champion is shaping up. 

ThG Last Dynasty.26 

stepping onto the well-trodden road leading to gratuitous FMV, Sierra 
mixes elements of Wing Commander and Lost Eden and ends up with 
an explosive cocktail called The Last Dynasty. David Upchurch won¬ 
ders whether this could be the game to unseat Origin’s space epic. 

SpacG QuGst 6: ThG Spinal FrontiGr..28 

Roger Wilco returns to the small screen in the latest and also the first 
ever full-talkie Space Quest game. Has Sierra’s newie got the balls to 


SCi-GncG Fiction.30 

Okay, so SCi’s last couple of games have been turkeys, but PC GAMES 
was eager to give them the benefit of the doubt when we visited their 
Southampton HQ. Luckily for us, SCi’s ‘95 new releases didn’t disap¬ 
point, with the spectacular blaster XS headlining their line-up, in 
which 60 futuristic gladiators battle for cash in vast texture-mapped 
arenas. Also revealed for the first time was Gender Wars, a Syndicate- 
style battle of the sexes in which the blokes fight it out against the 
birds! Lastly we saw Kingdom ‘0 Magic, a Discworld-y adventure with 
loads of unique twists and rendered graphics. Sounds impressive? 
David Upchurch certainly thinks so. 

Primal RagG.34 

With a torrent of high-quality beat-’em-ups like Super Street Fighter 2 
Turbo and FX Fighters currently flooding the PC market, is there really 
room for another? Alex Simmons thinks so, especially if they’re as 


last the full ten rounds with LucasArts, or will it slump to the canvas in impressive and indeed as unique as Time Warner Interactive’s prehis- 


the first round? Alex Simmons reckons it’ll easily last the distance. toric punch-fest. 
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Rise 2: Resurrection 


Game 


Publisher 


Developer 


Work started 


Due for completion 


Autumn 1994 


Autumn 1995 


(Above) Each of the robots has been rendered in 3D Studio, and there¬ 
fore look quite simply excellent. 

(Below) The sprites have more than double the frames of animation. 
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quick jab while the other strikes out with more force, 
although it takes slightly longer to recover. This 
makes the gameplay flow more fluidly, a definite step 
in the right direction as I’m sure you’ll agree. 

What also helps is that the robots are now far more 
agile than before. Rather than being limited to walking 
along the ground and always attacking from the same 
direction, the robots can now jump over their oppo¬ 
nents and attack from behind. While this isn’t a break¬ 
through in the beat-’em-up genre Oust check out 
Street Fighter il or Mortal Kombat, for example), it cer¬ 
tainly makes Rise 2 considerably more 
enjoyable and even intuitive than 
the first. 

So while the gameplay 
has been drastically 
revamped, visually Rise 2 has 
undergone a bit of a face-lift 
too. The original seven 
droids have all been 
redesigned, beefed up 
and made visually 
more intimidating than 
before. They now carry 
weapons too. For example, 
the Crusher droid is now equipped 
with a buzz-saw that extends from its chest cavity, 
while Prime-8, the ape-like ‘bot from the first game. 


t’s face it, the original Rise 
Of The Robots was pretty 
appalling. Well, Mirage are 
back — and this time it reck¬ 
ons it’s got it right. Not con¬ 
tent with taking their word for 
it, Alex Simmons checked out 
the super-sequel and came 
away pleasantly surprised. 


L ife can be one big let-down. Just when 
everything seems to be going smoothly 
something suddenly goes wrong, caus¬ 
ing your world crash round your feet 
once more. It’s the same with comput¬ 
er games. At first glance they often 
look absolutely stunning, but 
when you actually sit down and 
play the damn things they’re 
massively disappointing. The 
original Rise Of The Robots was a prime example; 
visually it was unparalleled, but the gameplay was 
neglected as a result. With Rise 2: Resurrection, 
everything is going to change. 

No matter how unplayable the first Rise Of The 
Robots was, there’s no denying that Mirage marketed 
the game perfectly, so much so that it was released on 
a staggering 13 different formats and has sold well 
over a million copies world-wide! Mirage are hoping to 
top that figure with Rise 2 though, an infinitely more 
playable attempt at cracking the beat-’em-up genre. 

For the second game. Mirage returned to the draw¬ 
ing board to design the game almost entirely from 
scratch. Obviously the high visual quality needed to 
be maintained, but at the same time the game engine 
had to radically enhanced too. The development team 
therefore looked towards the arcade version of Rise Of 
The Robots for inspiration, incorporating ideas from 
the coin-op into the all-new sequel. 

It was plainly obvious that the control system 
needed to be changed, so for Rise 2 Mirage have 
opted for a much simpler (and more instinctive) sys¬ 
tem. Originally a power bar determined the strength of 
each hit, holding down the punch button for harder 
attacks. All that has changed, and now there are two 
punch buttons and two kick buttons — one performs a 























now carries a massive 
hydraulic hammer with which to mash 
his opponents to a pulp! 

A load of new robots make 
their debut, bringing the total up 
to i8. One of Rise 2’s most inter¬ 
esting features is that the robots 
are all different shapes and sizes 
rather than standard-sized humanoid characters, and 
the new fighters demonstrate this perfectly. The 
Fatbot is, as his name suggests, enormous, and crush¬ 
es his enemy with sheer brute force rather than rely¬ 
ing on agility. Then there’s the Zyster, a Samurai-style 
warrior who carries a huge sword and is also kitted 
out with a cape made of tough metal plates, allowing 
him to slice his opponent with the razor-sharp edges 
as he spins his cape out in a fan. 

Other killer attacks include fire-spitting flame 
swords and devastating missile launchers, as well as 
a host of non-graphical special moves. These include 
tractor beams that drag your opponent closer and 
even temporary invisibility, but many of these have to 
be earned as you progress through the game. While 
all the fighters begin with approximately 20 attacks 
and moves, additional combos must be earned and 
therefore only appear later in the game. 

in addition to the basic line-up of fighters, there is 
also the option to ‘modify’ the robots using the 
game’s in-built editor. Although you can’t actually 


change the moves or physical shape of the 
droids, you can alter their colour by picking a 
from a vast palette of shades. While this 
doesn’t affect the game in any way, it 
enables players to create their own 
personal robot with which to fight. 
The character animation is 
another area in which Mirage 
concentrated. In the first game each robot moved with 
just a 100 frames of animation, while in Rise 2 it’s 
been boosted to around 250! The result is quite liter¬ 
ally gobsmacking, as now the fighters jump, attack 
and block with impressive grace. You can lower the 
frame rate for lower-spec machines though, so you’ll 
be able to enjoy Rise 2 even on a 33MHz 486. 

It’s not just the robots that have been graphically 
enhanced either, as the backgrounds have also been 
treated to a fresh lick of paint. The original seven 
scenes have undergone serious changes, while there 
are six new backgrounds to fight against. All of these 
have been beautifully rendered in SVGA, and some are 
even animated. Examples of this are the cargo bay in 
which huge crates are precariously stacked at the 
back of the room. When a robot is slammed against 
the floor, the boxes teeter on the edge before crashing 
to the ground! Each of the scenes feature parallax 
scrolling too, so it may come as a surprise to know 
that Rise 2 will run at a admirable 25 frames second 
even with the detail level cranked right up! 


Impossible Mission 

Rise 2 follows on directly from the original game. 
It seems that even though the Cyborg managed 
to defeat the Supervisor, this only helped to 
contain the chaotic situation rather than elimi¬ 
nate it completely. Therefore another droid has 
been drafted in to rectify the problem, although 
since the first mission the Supervisor has been 
preparing from your imminent arrival... 

Controlling the robot production factory locat¬ 
ed at the heart of the Electrocorp Tower, the 
Supervisor has created an army of robot guards 
and combat droids with which to protect the build¬ 
ing from invasion. Along with entirely new robots, 
existing droids have be modified into pure fighting 
machines, and now carry huge missile launchers, 
knives and even flame throwers! 

And you? Well, you’ve changed too. For starters 
you’re not the same thin-limbed cyborg. You’re 
now a pumped-up battle ‘bot from hell, with a load 
of new moves under his belt. Alternatively you can 
fight using any of the droids — it’s up to you. 
Whichever one you choose though, don’t even 
think for a second that defeating the Supervisor is 
going to be easy, because this time she’s ready 
and waiting for you. 







(Above) A load of new rendered SVGA backdrops have been intro¬ 
duced in Rise 2, including numerous scenes with atiimations running 
in the background. 

(Below) The existing robots have been beefed up and now carry an 
assortment of weapons, including flames throwers and missiles! 




The AdrenaUn(e) Factor 


As well as Rise Of The Robots 2, Mirage is also busy working on a Syndicate-style action game due for 
release nearer the end of the year. Again the game will feature glossy rendered robots battling it out to 
the death, but this time you’re given a whole squad of the buggers, and now they’re armed with chain 
guns, lasers and missile launchers! 

Set in the 21st Century, the world has been infested by vicious BioMechs, genetic creatures built specif¬ 
ically for military use. As one of the few remaining humans on the planet, you’ve got just a handful of loyal 
robots to lead the onslaught against the BioMechs, controlling them from the relative safety of your under¬ 
ground HQ. Controlled either individually or as a team, the robots possess advanced artificial intelligence 
that allows them to automatically engage the enemy, although at any time you can take over and taste the 
blood-spilling action for yourself. 

One of The Adrenalin(e) Factor’s most unique features is that the world in which the game is set is 
extremely realistic in that the whole entire background is animated, is extremely detailed and everything can 
be destroyed. Therefore if you want to just wander around shooting everything in sight, go for it! 

Created using Mirage’s specially-designed game editor, The Adrenalin(e) Factor promises to be far more 
action-packed than Syndicate yet still as absorbing and addictive as Bullfrog’s strategy blaster. Visually it’s 
very stylish indeed, combining smart SVGA isometric-3D graphics with stick rendered cinematic sequences. 
Whether the gameptay manages to match the polished presentation remains to be seen, but let’s just say 
that at the moment Mirage are justifiably confident. 



There are also more than 10 times the cinematic 
cutscenes which detail the story and your progress as 
the game ensues, as well as countless animated death 
and victory scenes that show up each time you win or 
lose a fight. Admittedly these are only graphical 
niceties, but if Rise Of The Robots is known for one 
thing it’s definitely its slick visuals. 

But as mentioned before. Rise 2: Resurrection will 
not be just another cosmetically astounding 
slideshow. As well as re-working the control system, 
the robots’ artificial intelligence has been carefully 
restructured too. One of the many criticisms aimed at 
the first Rise Of The Robots was that a few of the 
enemy fighters could be defeated simply by finding 
the correct move and repeatedly using it. This obvi¬ 
ously took the challenge out of the fight, and made a 
bad game even worse. 

Al programmer Andy Clarke has learned from the 
mistakes of the first game and has rectified the prob¬ 
lem, taking out errors that made it possible to win 
fights using just a single attack. This was made some¬ 
what easier due to the fact the robots can now jump 


over one another, although now the enemy react to 
your attacks more subtly than before and carefully 
retaliate rather than charging in, throwing punches 
like crazy. It’s all too easy to make a game too hard 
though, so the gradual learning curve remains, allow¬ 
ing novice fighters to learn the basic combat skills 
against the relatively easy initial opponents. 

Then, of course, there’s the sound. ‘Legendary’ 
Queen axeman Brian May laid down tracks for the first 
game, so it comes as no surprise that he returns for 
the sequel, and has even written the title track, 
‘Resurrection’. There’s also the song ‘Cyborg’, which 
was originally recorded for the original game but 
never made it to the final version. Mirage are hoping 
to include it in Rise 2, and there are even plans to 
release it as a single. 

Still, you won’t hear or indeed see anything on 
Rise 2; Resurrection until the game is released in the 
Autumn. What’s more, the hype has only just begun, 
so by the time you see Mirage’s super-sequel first¬ 
hand it’ll no doubt be hyped beyond belief. /^\ 
Let’s just hope it’s worth it this time, eh? 
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Star Struck 

Interactive movies alone 
don’t work, but Sierra isn’t 
taking any risks with its 
latest epic. Just how far will 
$2 million get you these 
days, asks Dave Upchurch, as 
he joins the race for space. 




The Last Dynasty is packed with beautiful pre-rendered images, and 
stacks of quality FMV — and our sensors have detected gameplay too! 


T WO years is one hell of a long time in 
computer games. A little over two years 
ago> PC gamesplayers were enjoying the 
delights of Sam ‘n’ Max, Tornado, and — 
most relevant to this preview — 7th Guest. Virgin’s 
first break into interactive movies was ground¬ 
breaking, for the time, but all too quickly people 
discovered the limitations placed on the game by 
stunning, pre-rendered graphics. 

Also two years ago, Sierra began work on its 
biggest, most expensive game to date: The Last 
Dynasty. Costing over two million dollars to produce, 
the company is understandably bullish about the 
‘state of the art technology’ used in its creation. Like 
7th Guest, Last Dynasty takes up two CDs, packed to 
the bits with full-motion video, but promises a lot 
more gaming action. 

Using a mix of high-resolution video and full¬ 
screen 3D rendered graphics. Dynasty is described as 
a “space odyssey”, which doesn’t bode well for old 
johnny Gameplay. Creating the video took over three 
months; with two months of casting, costume design¬ 
ing and story-boarding, followed by a full 30 days of 
shooting. Voice actors were then employed for dub¬ 
bing, taking a further week — and then the whole she¬ 
bang was plopped onto CD. 



(Right) The Wing Commander-style combat sections have a customis¬ 
able HUD, so you can move your controls where you need them most. 




But, as promised, quivering amongst all these hi- 
tech cinematics is a game. Two, in fact. The Last 
Dynasty’s Wing Commander-style combat simulator 
enables you to play as a young would-be hero, joining 
forces with a bunch of dirty but honourable space 
pirates to defy an evil tyrant, the somewhat arsely- 
named Lord Iron, joined by your friend, Dok, the 
story’s climax involves the destruction “once and for 
all of the usurpers of the Dynasty’s biggest gift: the 
Universal Knowledge.” Hmmm. 

This stage of The Last Dynasty boasts a modular 
control system; which has a typical flight sim-style 
display, but gives you full control over your cockpit 
instruments. With the big bag of statistical informa¬ 
tion at hand — percentages, tables, and reams and 
reams of figures — the designers have made the dials 
and knobs into moveable windows, which can be 
turned off completely. This means the important stuff, 
like maps, fuel gauges and radar displays, can be 
switched on, while other less immediate information 
sits in the background, available quickly at the touch 
of a single button. 

And yet the gameplay doesn’t stop there 
In-between the space combat and the FMV 
sits a nice little adventure section, explor¬ 
ing a space station which Sierra claims to 


be the biggest ever seen in a computer game. The 
huge, pre-rendered model is viewed from inside. 
Doom-style, but again uses FMV to show movement. 
As you run between locations, the graphics are pulled 
directly from CD giving realistic views, with gameplay 
coming from adventure elements — shooting ene¬ 
mies, finding clues and avoiding detection. 

Early previews of The Last Dynasty look promising, 
but we’ll have to wait until Sierra cram all of that 
goodness into the two-disc package to find out for 
sure. Currently marked for release in August, 
we’ll bring you a full review soon. 
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CD ROM GAMES 


CD ROM PRICE-BREAKER PACK 

Wing Commander 3 + Magic Carpet + 
Rise of the tosoTS .RRP £159,97 



SPECIAL OFFER PRICE . £ 91.99 


1830 RAiUiOAOS & Robbek Barons.£26.99 

A4 NETWORK $.RLOWEST 

Absolute Zero.£25.50 

Aces Collection.£25.50 

Alex Damper's Pro Hockey '95.£25,50 

Alien Breed • Tower Assault.£22.50 

Alone in the Dark 2.n 

Apache Longbow.^'•97; 

Armoured Fist.£24.50 

Award Winners Platinum 

Elite 2, Civiusation, Lemmings.£19.99 

BC Racers.£14.99 

Beams & Butthead Screen Saver.£16.99 

Betrayal AT Krondor.£17.99 

BiOfORGE..£34.W 

Bloodwing ■ Pumpkinhead's Revenge.£33,99 

Campaign 2.£12.50 

Civil'War.£28.99 

Colonization.£29.50 

Command & Conquer.£LOWEST 

Cover Girl Strip Poker (18+).£12.50 

Chaos Control.£25.50 

Dark Forces.£33.99 

Daedalus Encounter.£26.9? 

Descent.£26.50 

Desert Strike.£13,99 

Discworld.£32,99 

Doom 2.£2f?? 

Dreamweb.£13.99 


,,£25.99 

..£15.99 

..£14.50 

..£28.50 

..£27.99 

..£lOWEST 

..£12.50 

,.£26.50 

,.£33,50 

..£28.99 

..£26.99 


Mcro50fiFughiSim5,I. 

Mile High Club • Eight oe the hoiest fught sims 

.£26,99 

,..£30.99 

Man Utd The Double. 

.£26,99 


.£22.49 

Myst. 

...£31.99 

Nascar. 

...£26.99 

NBA'95. 

NHL Hockey '95 

Noctropous.. 

.£34,50 

...£29.50 

,..£34.99 

Orion Conspiracy. 

..,£25,50 

PGA Tour Golf. 

Pizza Tycoon. 

Playboy Screen Saver. 

...£34.50 

,..£29.50 

...£17.99 


PRKE! CHOICE! CHIAUm SERVKEI 


01924 4731 S 7 

SALES HOTLINES 

,Ore4SEVQ4DAYSAT 


These have made us one of the largest supplier! 
of computer software in the country today! 


All Prices 
include 
VAT. 


PouceQuest7.£29^ 

POPULUS 2 / POWERMONGER.il 0.9? 

Psycho PiNBAU.£27.?? 

Privateer.^£?.?? 

Prisoner of Ice.£25.50 

Premier Manager 3.£22.50 

Quarantine.£4.?? 

Railroad Tycoon + 50 Games.£11,?? 

Ravenloft 2.£27.9? 

Rebel Assault... . .£21?? 

Rise Of the Robots.-£19.99 

liuMYWowCiF’VS-aitllMlwr 

|uioMm40(unK- 

Sam & Max Hit The Road..M7.M 

SconisH Open.£25.49 


Secret oe Monkey Isiand.. 

Seal Team. 

Shaoowcasier. 

Sim Isle. 

Sim Tower. 

Simon the Sorcerer. 

Simon the Sorcerer 2. 

SUPSTREAM 5000. 

Strike Commander. 


£12.99 

£10.99 

£10,99 

£28.49 

£28,49 

£14.99 

£27.99 

£25.99 

£10.99 


Dreadnoughts Plus.. 

Dr. Ruth's Encyclopedia of Sex. 

Dune 2 & Lure oe the Temptress. 

Dugeon Master 2. 

Earthsiege. 

Eleventh Hour 
Fields of Glory 
FIFA Soccer ... 

Flght Unlimued. 

Flght of the Amazon Queen + Guide Book . 

Frontier • First Encounters. 

FuuThrotttr.£30.99 

FXFiGHra. ...£2i50 

Gaziuionaire. £26.99 

Great Naval Battles 1. .,£27.99 

FIanna Barbera Animation.£16,99 

Hardbau 4. ..£25.99 

HOciNC-TlfMOirAWANCBuaBMMirall—£35J0 

High Seas Trader.£25.50 

Indycar Racing £9.99 

Jagged Alliance.£25,50 

Jazz Jack Rabbt.£24.99 

Jungle Strike.£21,99 

Kasparov / Grandslam Bridge.£9.99 

Irmmings1&2.£14.99 

Inks Goif 386 + 4 Courses.£19.99 

Little Big Adventure.£34.99 

Lost Eden.£24.99 

Loros of the Reaim.£25 99 

Lords of Midnight.£25.50 

Lucas Arts Double Pack 

(Indiana Jones & Day oe the Tentacle).£22 ,99 

Machiavelj The Prince.£29.50 

Magk Carpet + Hidden Worlds.£34.50 

Michael Jordan in Fught.£9.99 

■■ ■ ,.£LOWEST 


Striker '95. 

..£44,50 

.£34.50 

Super Karts. 

.i24.99 

Super Tetris + 50 Games. 

..£12,99 

Super Street Fighter 2 Turbo. 

.,£25.50 


,.£12.99 


..£10.99 

System Shock . 

,.£32.50 

TimmiCiomAm-7iii(iimi,kiiat _ 

HMB OF FAK, UW OF Lok 

!ZZIZ!^50 

Transport Tycoon. 

.£2950 


.£18.99 


.£22.50 


.£LOWEST 

Under A Kiuing Moon. 

.£35 99 

Unnecessary Roughness '95. 

..£25.50 

US Navy Fighters. 

,..£34.50 

Virtual Pool. 

,..£29.50 

Virtual Vegas. 

,.£17.50 

Voyeur. 

.£27.99 

Warcraft. 

.£25.50 


..,£25.50 

Wing Commander 2. 

.£10.99 

Wing Commander 3. 

...£39,99 

Wing Commander Armada. 

...£28,99 


...£28.99 

X Comm. Terror from the Deep. 

,.,£29.50 

X Wing Collecdon. 

,.,£30.99 


kmucnviCouicnaN Vbi. 1 -16 incredibie tities on 10 
CD's : Onks Golf, World Cup LJSA '94, Winter Olymrics, Out 
Run, Thunderhawk, Robocod, Curse oe Enchantia, World 
Atlas,Space Encyclopedia, The Animals, Paint & Paint Power, 
It's Au Reiatp/e (Comedy), Madonna, Michael Jackson, Phil 
C oiUNS AND Johnny Castaway Screensaver. 

Amazing vaiue at. . £29.99 


CD ROM O.E.M. 

iM (I) ICM .0£M iRta.af RPYi IX ^ 



PwYER Manager 2.£25,50 


All'Pirlfc' 


ncfucle VAT. 


01934 473197 ' 

SALES HOTLINES 

,OPEN SEVEN DAYS A \ 


■ FAX ORDERS ON 

01924 473157 

{24 HOURS A DAY) 


LINES OPEN 9AM-8PM MON-FRI, 
9AM-7PM SAT, 10.30AM-4PM SUN. 
ANSWERPHONE ALL OTHER TIMES. 


ORDER BY CREDIT CARD, CHEQUE 
POSTAL ORDERS OR CASH (PLEASE SEND 
CASH IN A REGISTERED ENVELOPE FOR 
YOUR OWN PROTECTION. 


0 WE PROVIDE ONE OF THE FASTEST 

DELIVERY SERVICES AROUND, 2-3 DAYS 
MAX ON STOCK ITEMS. (PHASE Allow 7 
DAYS FOP ClEAPANCE IF SENDING A CHEQUE! 


1ST CLASS DELIVERY FREE FOR ORDERS 
SHIPPED WITHIN THE U.K. 

NEXT DAY DELIVERY £3.50 FOR ORDERS 
UP TO £50, £5 FOR ORDERS OVER £50, 
PLEASE ORDER BEFORE 3PM TO ENSURE 
IMMEDIATE DESPATCH, 


0 ALL GOODS ARE FULLY GUARANTEED, IF 
ANY ITEM DOESN'T WORK AS IT 
SHOULD, WE'LL REPLACE IT IMMEDIATELY 
AT NO COST TO YOU. 


HOME & REFERENCE 


MICROSOn SPECIAL OFFERS 



Ancient Lands . 

Art Gallery.£49.99 

Bookshelf '95 . £99.99 

CiNEMANiA '95.£49.99 

Dangerous Creatures . £57.50 

Dinosaurs . £57.50 

Encarta '95 . £99.99 


OFFER 

£49.99. £36.99 

£37.99 
£44.99 


Muse (Per Composer) . 


£36.99 

£38.99 

£38.99 

£64.99 


£57.50. £38.99 


3D Body Adventure • bring anatomy to ufe with some oe the 
MOST incredible graphics seen yet. Comprehensive reference 

for adults and challenging learning for kids.£27.99 

BBC Shakespeare: Romeo & Juuet. 

CoREi Draw 5.0. 

Comptons Multimedia Bibie.£24.99 

Encyoopaedia Of iJfE - Everything you wanted to know 
about the living world on one disk. 3700 text entries 

600 pictures & 130 video cups.£22.99 

Expeorapeadia (Moosopi) • The ultimaie reference ubrary for 
KIDS. Choose between reading yourself or narradon 

OVER 200 TOPICS AND 50 videos.£26.99 

Hutchinson's Inieraoive ENaaoPAEDiA 

The oniy Bridsh encylopaeoia on CD Rom.£35.99 

iNTEMOivE Space ENaaoPAEOu with Patro Moore .£29.99 
Le Louvre ^ 

Interaciive Guide to the World's most exciting Art Galiery£29.99 
Monty Python's Complete Waste Of Time 
Over 20 Screen Savers,, 30 Skhches from the 

TV SERIES & A desktop 'PYTHONISER'.£36.99 

Oxford Diciionarv of Quotations, Thesaurus and 
Concise Doonary ■ you've used the books, now use the 

software • MUCH faster! .each £33.49 

Oxford Compendium-A u Of THE above on one CD. ..£51.99 

REDSHTI iNTERAawE ASTRONOMY.£32.99 

The WAY THINGS work - David Macaviey's mammoth 
GUIDE TO A MAGICAl world Of MACHINES, INVENTORS, 

SQENCE & lECHNaOGY.£39.99 

The Pleasures of Six • This unique applcation by Teisiar pushes 
IH f boundaries Of interactive lEARNWG IHROUGH THE USE OF SPECIAUY 
COMMISSIONED fllM AND AN INTERACTIVE INIEREAQ 60 MINUTES Of 

VIDEO, 150 PHOTOS. Answers questions on every subkt 

(SIRICTIYOVER IB's oniy) .£31.99 

Wine Guide (Miaosof^ ■ A guide to wines, wine making & the 
worid's vineyards. Hosted by Oz Ciark & covering 6000 
wines. £34.99 


nioM. So 

]ia)iiiiipi«botiB'(uiiiowMRi|4 Sm 
onyoniMi^ RRP OUR PRICE 

Auen Logc.£49.99.£16,99 

Ancient Lands.£49,99.£24.99 

Arthur's Teacher Trouble.£39.99.£14.99 

Beneath A Steel Sky. £44.99.£15.99 

Bob Dylan Highway 61.£59.99.£22,99 

Bodyworks.£39.99.£14.99 

Comptons '95 Encyclopedia.£49,99.£17,50 

Dangerous Creatures (Microsoft).£57.50.£24.99 

Dark Sun • Wake of the Ravanger.£44.99.£17.50 

Doonary of the Lmng World.£49.99.£13.99 

Dinosaurs (Microsoft).£57.50.£2^99 

Encarta '95 (Maosofr).£99 99.£39.99 

Family Doctor.£34.99.£14.99 

Just Grandma & Me.£39.99.£14.99 

Gabriel Knight .£44.99.£j6.99 

Gou (Microsoft)^.£5750.£16.99 

Grouer Version 7.£59.99.£15.99 

Mavis Teaches Typing.£39 99.£15,99 

Mayo Sport & Fitness.£39,99.£18,99 

Menzo Berranzan .£44.99.£l7 99 

Microsoft Pubusher.£59,99.£26.99 

Moosoet Works & Money .£..£2i99 

Myst.£49,99.£24,99 

Panzer General.£39.99.£17.99 

SMCnY2000 .£49.99.£21,99 

SwiMSUiTE Calendar.£34.99.£13.99 

WorldAtiasV5.£59.99.£13.99 

(Ail titles come complete with manuals and instructions) 
NEW mB AVAIABIE EVBY WfflC • CAll fO« lATST 


Pksswobks Vksron 2 • The most usb-fiiendly desk-top pubushr 

EVER WITH FUU MOWT-BAa GUARANIEi f NOT SUTABIY IMPRESSEDl 
EXCEIUNT REVIEWS BY AU CHTKS....-JB30-99 


DORUNG KINDERSLEY 

The way things work..£39.99 

Encyciopedia ot Science.£39.99 

ENacLOPEDiA Of Nature.£39.99 

History of the World. £39,99 

My First Incredible Amazing Doonary. £28,99 

PB Bear's Birthday Party. £TBA 

Stowaway.£33.99 

Ultimate Human Body. £39,99 

World Atlas for Windows.£46.99 


Links Golf Courses.. 

Lion King.. 

Lucas Arts Triple Pack 
jX-WiNG, B-Wing, Imperial Pursuit).. 


£21.99 


Day Of iHE Tentacle, Sam & Max m the Road)..H3.?? 

Magk Carpet. ^ 7 .^ 

Mortal Kombai 2 

Pizza Tycoon.. ..£29.50 

POWERDRIVE.-£11-9? 

Premier/iMnager 3.£22.50 

Premier Manager 3 Editor .u 1 ■?? 

Psycho Pinbau ..ixfjO 

Red Baron. III-?? 

Sam 'n' Max Hit the Road.£17.75 

Scottish Open 

Secret of Monkey Isiano.£ 2.9? 

Sensible Soccer International Edition.£14.49 

Settlers .£2f50 

SwO!y2000.£25.4? 

Sim City 2000 Urban Renewal Kit.£ 14.99 

SuPSTREAM 5000.£25.25 

Space Hulk.£ .9? 

Streetfighter 2.£11.4? 

Super Karts.£22.9? 

Super Streetfighter 2 Turbo.£25.50 

Superfrog.£14.?? 

Syndcate.£27.9? 

Theme Park.£27.?? 

Tie Fightcr.£27.9? 

Unnecessary Roughness.£24.50 

Ultimate Backgammon.£22.99 

Ultimate Soccer Manager.£21.50 

Ultima 7; The Black Gate.£11 -99 

X-CoM: Terror from the Deep.£29.99 

X-Wing CoiiECTiON.£21.99 


SraCIAL OFPBIt 

Aureiaun Exmss V.) + G.F.T. Motoimo Expdsu 
♦ Powammi...———-only £45.99 


pUrOPRESS 

O F T W A R E 


Britain s leading suiwer of children s 

EDUCATIONAL SOnWARE AND IN CLOSE CO-OKRATION 
WITH GAMEPIAY OFFERS THE FOLLOWING: 

Fun sokxx 5. (Tims Vasoe: In Deamiand (5-7 ns.|. 

In Spaq (6-9 yrs.), In Time (8-11 nts.), - MUUMisapUNARY 

EDUCAIION package COffFORMMG TO THE NAHONAL CURRKUIUM. 

Teaches Maths, English, Geography, Art, 

History and Ecology..£19.99 

KuK 'n' PlAY ■ UNIQUE WINDOWS GAME CREATOR, INVENT ADVENTURE 
GAMES, PUZZLES OR SHOOT 'EMDPS. NO PREVIOUS EXPERIENCE 

NECESSARYl.£28.99 

Kuk 'n' Piay GAMEPAtt (CD only).£4,99 

Auce in Wonderland (CD only).£15,99 

BBC 3D Gardeners World (CD or 3.5").£l5.49 

BBC 3D Garden Designer 2 (CD only).£19.99 

Granada 3D Inierior Designer (CD or 3.5').£15,49 

Fun Schoo. 4 - <5/5-7/7-l 1 yrs (CD or 3.5').£17,75 

Fun ScHoa Spelling JCD or 3.5”).£l 8.50 

' ■ " n 


Fun School Maths (CD or 3,5').£18.50 

Fun School Paint & Create (CD or 3.5'J.£ 18.50 

Fun School Science & Ecaoev (CD & 3.5').£ 18.50 


BBC Gardeners World 3D Garden Designer.£15.49 

Car {.Driver.£11,99 

Championship Manager '94 Season disk.£10,99 

CaoNiSATiON.£29,50 

Daemonsgate.£8,50 

OfsaNT.£25.50 

Defender oe the Empire (ado to tie fighter).£14.75 

Discworld.£27.99 

Doom 2.£19.99 

Dune 2.£11.99 

Dungeon Masw 2.£27,99 

Earthsiege Expansion Pack.£17,99 

Eute Plus.£8.99 

b of THE Beholder 2.£12.49 

Eye Of the Beholder 3.£12.99 

Flight Simuiator 5.1. £26.99 

Flight Sim 5 New YoRK/jAPAN/CARiBBEAN/PARis.eoch £15.99 

Frontier • First Encounters.£23.99 

Great Naval Battles 2.£25.99 

Harpoon 2 Colowar & Wespack Battlesets .each £17.99 

Harpoon 2 V2,0.£25.99 

Hardball 4.£2^50 

Indy Car Track Pack..£13.49 

Jimmy White's Snooker.£11.99 

Ie Chuck's Revenge.£12.99 


10/10 EcUCATIOWSonWAKE 

Au SCflWAS M MS UHGE B «iGI«D TO the NAIIOfHL CUMCUUM AND HAS 
Iffil DE 9 HD TO DKOIXACE lEAlWe THROUGH HnmAiaX; AM) 
EIlUCAIIOtiAL GAAB. 10/10 B IHE NUMn ONE sunn Of SOnWAB TO 
SCHOOLS MIM COUNm (au AVAIARU ON USX 01 CD|. 

Early Essendals 13-7), Junior Essentials (5-11), Maths Number (6 
16), Algebra |6) 6), Essendal Maths (5-12), En 
(8-18), German (8-1 

THT 


4 Essendal Maths (5-12) English (616), French 
■16), Dinosaurs (Au ages) .Au £18.50 


AM Super Warrior 5QS201 Joystick 

n (Analogue,AutoFre, 15Pin).£14.99 

■Ls 9 Warrior 5 QSJ 23 Joystick 

(Analogue, 15 Pin).£11.50 

Gravis Analogue Pro Joystick.£31.99 

SuNCOMFX2(X)0JoYSTa.£18.99 

Phantom 2 • 6 Button Joypad!!.£14.99 

CH Fughtsikk Pro Joystick ■ with four fire buhons, 

THROTTIE CONTRa AND BUILT-IN MINI JOYSTICK 

RRP£79.95.Our Price Only £56.99 

CH VnTUAi Pilot Pro.£79,99 

CH Pro Pedal.£79.99 

Formula 1 Steering Wheel.£119.99 

Thrustmaspr Mk2 Weapons Control.£104.99 

Hawk Plus 

[Furbofire, AuTOfiRE, Autocentering, 15 pin).£11.99 

Eagie CoNTRa Pad (Turbofire, 8 Direction Pad).£11.99 

Ekupse Mouse ■ 29G2900 DPI variable PEsauriON. 3 buhon 
MKROSWITCHED, COMES WITH FREE MOUSE MAT.£10.99 

Ekupse PS/2 Mouse.£11.99 

Spare mouse mat (choke op caouRs/DESiGNs).£2.99 

Pack oe 3 Mouse Mats .Only £5.99 


Mkrosoet Mouse with 18 games (best oe the entertainment 
packs and arcade pack).ONLY £27.99 


POWERSOUND 2 SPEAKER SYSTEM ■ BOOSTER CIRCUITRY TO 
ENHANCE STEREO QUAIHY, BATTERY OR MAINS, CAN BE MOUNTED 
ON MONUOR FOR EXTRA CONVENIENCE.£16,99 


Aztech Sound Galaxy Waveride 32+ • 32 Voces including 
Mcrophone Headphones & 6 Multimedia Audio Software 
Packages (moboet, Comvoce. Monologue, Cief Studio, Ciee 
Edit, Cief OLe). Soundbiaster & Adub Comparable.£112.99 


Aztech Sound Galaxy Pro 1611.. 


,.£66.99 


SOUNDBLASTER 16 VALUE & 10 EA GAMES INCLUDING WiNG 
Commander 2, PGA Gou, Indy 5()0.Only £109.99 


SOUNDBLASTER 16 VALUE PACK ■ 16 BIT SOUND CARD, 20 VOCES, 

16 BIT OR 8 BIT SAMPUNG AND PlAYBAtt J444 kHz|, 4 OPERATOR FM 
SYNTHESISER, AU REIBVANISOFIWARE (RRP £105.99).£84.99 


SOUNDBLASTER AWE 32 SOUND CARD ■ CD QUAUTY SAMPUNG AND 
PLAYBACK (5-44.1 kHz), 512K RAM, 32 voces, 16 Channeis, au 
relevant SOFTWARE. THE NEW GENERATION Of SOUNDBIASTER 
IKHNOlOGVl 

•£279.99).£219.99 


..£28.99 

..£28.99 

.,£28.99 

..£28.99 


Harry {.The Haunted House. 

New Kids on the Block. 

Ruffs Bone. 

Tortoise and the Hare. 

MkrosoftMaocSchooibus- 

SoiAR System & Human Body... each £34.50 

Mcrosoet Creative Writer.£34.50 

Mcrosoet Fine Arust.£34.50 

Sesame Sreet Letters.£27.50 

Global Languages ■ Learn to speak French, German, Italian or 
Spanish through usiening, speaking and writing. Three ievels 
ON EACH DISK • Beginner, Intermediate and AovANCEDeadi £40.99 

Learn French GCSE/a Level.each £16.99 

Learn German GCSE/A Level.each £1699 

Sega Pco ■ The computer that thinks ns a toyII 

For CHILDREN 3-7 YEARS. The Pco is designed as a coa laptop to 

BE eolcahonal & fun. Wuh free Winme the Pooh. £139.99 



Technopius Audiosound 

16- 166IISAMEIINGAND 
PLAYBACK, 20 VOCES, 
Panasonc & Sony 

INTERFACE, SOUNDBLASTER 
COMPAUBU 

(RRP £99,99).£64.99 


PC Sound System 2- 

COMPREHENSIVE STARTER KUINCIUDES 100% SOUNDBIASTER COMPATIBLE 
SOUNDCARD, HAWK PIUS lURBOflRE JOYSTICK, HIGHFERFORMANCE 
POWERSOUND SPEAKERS, AU RELEVANT SOFTWARE (RRP £99.99) £49.99 


CD ROM DRIVES 

Azk Sha Quad Mudmm Kir ■ 
kan Sow GRiuitr Ite SouwcB*, 
S 15 ilDM,PisSR«s 421 ScmwillBt-E 26 i 99 

Azac Qu» $» O MM Dm • AOOk llUNM 
256KilnL(SFuTliiiiCNONADil^ . 

rmO/QliOom^htjmlOo._-—-ilM.?? 

Mail Cm Mi Dm .■■■■.■■-ilW.W 


Panasonc CR563B internal CD ROM drive 

(doubu speed, 300KB/Sec, easy to instau) .£119.99 


Bluepoint ICD ■ 300 CD Rom Drive .£104.99 

MPX-3 24 Bn MPEG Card .£222.99 

3DO luin • Auow YOU TO HAY jui )DO Gamh 

onyouiK--- 


..4EJ39.99 


3,5' DSDD X10.£5.99 3.5' DSHD x 10.£5.50 

3.5' DSDD X 50.£18.99 3.5' DSHD x 50 ..,.£19.99 

3.5' DSDD X 100..„£36.99 3.5' DSHD x 100 ..£36.99 


FAX MODEMS 


Multi-Tech 14,400. 

.£129.99 

Multi-Tech 28,800. 

.£189.99 

Enta External 14,400. 

.£91.99 


Games available for all machines eg. Theme Park (300) • £37.49, FIFA Soccer (Amiga) • £21.99, Soleil (Megadrive) ■ £38.99, AVP (Jaguar) * £47.99 



Cut Out This order form and post to: 

GAMEPUY, UNTTII, BARDEN CLOSE 
BATIEY, W. YORKSHRE WF17 7JG. 


Item 


Format Price 


) FREE MEMBERSHIP! SIMPLY FILL IN YOUR 
DETAILS ON THE FORM AT THE BOTTOM OF 
' THE PAGE. NO PURCHASE NECESSARY, 


Name:.CUSTOMER No:, 

Address:. 


ORDER BY PHONE. FAX OR POST. 


1 OOO'S OF TITLES AVAILABLE, IF YOU 
CAN'T SEE THE ITEM YOU WANT, PLEASE 
RING AS STOCK ARRIVES DAILY, 
SOFTWARE AND ACCESSORIES 
AVAllARIF FOR All MACHINFS 


Postcode: 

Tel:. 

Cash □ 


.Fax: 




£ 



£ 



£ 



£ 



£ 



£ 

Postage is FREE tor all orders shipped pg,p 

within the U.K. Overseas postage ■ 

£2.50 per software item. TOTAL 

£ 

£ 


Cheque □ Postal Order □ Card □ 


Card Number □□□□□□□□□□□□□□□□ Expiry Date 


Cheques payable to 'Gameplay'. 

Prices correct at time of going to press. E & OE. 



















































































































































































































































































































































Long-term Space Quest fan 
and veteran graphic adventur¬ 
er Alex Simmons jets off into 
deep space to check out Roger 
Wilco’s latest bumbling 
episode, The Spinal Frontier. 


Work started 


Due for completion 


Space Quest 6: The Spinal Frontier 


Scott Murphy & Mark Crowe 


Spring 1994 


Captain after stumbling through the last game he’s 
back as a janitor, serving on the space exploration 
vessel Deepship 86. 

It’s while Roger out performing his daily duties, 
scrubbing the ship’s windscreen (haven’t they heard 
of wipers in the 24th Century?), when the what should 
have been a routine mission runs into a spot of trou¬ 
ble. Ensnared in a powerful tractor beam, the ship is 
boarded aliens, who promptly turn the crew in tiny 
scoops of lemon sorbet! All except for Rog that is, 
who’s left to watch helplessly as his colleague are 
mercilessly ‘iced’. 

From here on in it’s thinking caps on and laughing 
gear in overdrive, because like the previous five Space 
Quest games The Spinal Frontier mixes hard-core 
graphic adventuring with more gags than a 
masochist’s bedside cabinet. Just heed this warning 
though — if you’ve never played any of the Space 
Quest games before, prepare yourself for some of the 
cornisst jokes ever! 

Compared to its forefathers. Space Quest 6 is quite 
literally a mamrpoth project, not just because of 
the vastness of the game but ^ 

because it boasts a develop- 
ment team of some 40 or 
'SO programmers and 
designers, many of 
whom have ^ 
worked on other 

Freddy Pharkas ” 

for example. ^ - 

Since work \ 

started on the i ^ 
game, the team ' 

has been toying m 

with various ideas and V w * 

styles for the game’s ^ 

graphics, before settling pn TL 

a CD-only beast with slick 

SVGA graphics, lavish sound 

and an absorbing plot, much in 

the same vein as the highly- 

acclaimed King’s Quest VII. 

It’s more of a comedy adventure rather than a 
fairytale though, and the story goes something like 
this. Flaving defeated the aliens on Deepship 86, Rog 
falls for fellow Corpsman (or is that Corpswoman?) 
Stellar Santiago. Together they’re in heaven, scooting 
around the ship arm-in-arm, cleaning out the trash 
cans and mopping the grimy floors. 


Roger’s back as janitor, having been demoted from Captain after 
fouling up his last mission in Space Quest 5. Within seconds aliens 
turn the crew ef-Oeepship 86 into lemon sorbet — can Rog rescue his 
buddies and regain his stripes^ 


B ack in the days when the Amiga and Atari 
ST ruled the home computer market, 
Sierra were arguably the graphic adven¬ 
ture kings. With titles like Leisure Suit 
Larry and the King’s Quest series under its belt, 
nothing could even come close to the brilliantly 
challenging and supremely absorbing adventures 
they consistently released. That is until LucasArts 
unleashed The Secret Of Monkey Island. Since then 
both companies have been battling it out for 
supremacy, with LucasArts having the slight edge. 
Now, judging by Sierra’s latest adventure, all that is 
about to change. 

It has been almost lo years since.Space Quest star 
Roger Wilco was conceived, spawned from the cre¬ 
ative juices of Sierra veterans Scott Murphy and Mark 
Crowe. Since then the bumbling space janitor has 
saved the world from intergalactic space encyclopae¬ 
dia salesmen, thwarted the megalomanical plans of 
Sludge Vohaul and even defeated the merciless 
Pirates of Pestulon. 

But for this, Roger’s sixth Space Quest adventure 
(subtitled The Spinal Frontier), he’s returned to what 
he does best — cleaning! Flaving been demoted from 



















All is peachy until the object of his affections falls 
foul to a deadly mind-altering experiment which basi¬ 
cally turns his hip-swaying girlie into a dribbling, 
drooling vegetable. Can the courageous cleaner save 
his sweetheart before her brain is mushed to a pulp? 
Let’s hope so! 

But how? Well, like Donald Pleasance and Dennis 
Quaid before him, Roger is shrunk to microscopic size 
and then injected inside his beloved’s body. Could 
this be the first time ol’ Rog has been inside a woman? 
Maybe — but our jovial janitor is not here for a good 
time, and it’s down to him to surf Santiago’s blood¬ 
stream and clean up the virus with his SupaMop^'^. 

Along with it’s radically different storyline (the 
other SQ games were mainly set in space). The Spinal 
Frontier is also a vast improvement in terms of pre¬ 
sentation. For starters, this is the first Space Quest 
talkie game, so for the very first time Roger actually 
speaks! No lorwer will Boy Blunder remain silent, 
because now hil nerdish voice blasts through the 
speakers ~ in three different languages! 

Graphically the game’s had a major overhaul too, 
and combines computer rendered graphics with hand- 
drawn artwork, all depicted in glorious SVGA. The 
result is quite excellent, the defined backdrops being 
both bright, varied and colourful. Roger himself has 
had a bit of a face lift, and is now smarter (well, he 
looks smarter at least!), is fluidly animated and now 
looks like a fully-fledged cartoon character rather than 
a fuzzy digitised actor. In fact, the whole game is rem¬ 
iniscent of a cartoon, thanks to the bold use of colour 
and the superb digitised speech featured throughout. 

It’s not just the game’s cosmetics that have 
changed either. The user-interface is now very differ¬ 


ent, although experienced graphic adventurers and 
novice gamers will undoubtedly find the system both 
functional and easy to use. A bank of action icons line 
the bottom of the screen, enabling Roger to walk, talk, 
pick up and use, so to perform an action you simply 
select the appropriate icon then click on the object 
you want to interact with. Unlike the latest LucasArts 
adventures and indeed King’s Quest VII, Space Quest 
6 doesn’t use an intelligent cursor which makes the 
game considerably more difficult, so don’t expect to 
traverse the entire galaxy (and Santiago’s intestines) 
in a matter of hours! 

As you’ve probably gathered. Space Quest 6 will 
be cram-packed with jokes and humour, and even 
mocks classic science fiction flicks like Aliens and Star 
Wars. What’s more, SQ6 even takes the mickey out of 
countless computer games, featuring an excellent 
beat-’em-up sub-game amusingly titled Stooge 
Fighter III! Also look out for hundreds of cameo 
appearances from countless sci-fi characters, people 
and cliches throughout. 

But sadly all of these features, come at a cost. To 
get the most from Sierra’s sprawling space adventure 
you’ll need at least an 8Mb 486, and — 
of course — a CD-ROM to benefit 
from the game’s excellent speech V '' T ^ 
and sound. Space Quest 6 will also run V . 

in both DOS and Windows, so unless ' 
you’re one of these die-hard floppy disk 
gamers who still hasn’t upgraded to CD, 
you’ll be ready to roc.ket into deep space 
when the game is released' at the 
very beginning of August. , 

Personally I can’t wait. 


(Above) Even though Roger is a meagre cleaning boy, he’s still got 
the hash hying skills that got him through the academy. Mind you, 
it's still safer to leave the ship on autopilot! 

(Below) Visually Space Quest 6 is a giant step ahead of its predeces¬ 
sors, boasting glorious cartoon-style SVGA graphics comprised of 
both machine-rendered and hand-drawn artwork. The result, as you 
can see below. Is quite simply stunning. 


























Forgive and forget (if you can) 
the appalling Lawnmower Man 
and (if it’s possible) the lam¬ 
entable Cyberwar as you pre¬ 
pare to greet the dawning of a 
new and radically improved 
SCi. David Upchurch is your 
tour guide... 

To most gamesplayers, SCi is best known as the 
company responsible for the abysmal Lawnmower 
Man game and its equally-duff pseudo-sequel. 
Cyberwar. Therefore, it’s unlikely that the prospect 
of a preview round-up of SCi’s forthcoming releases 
is filling you with excitement and interest. 

But it should. Really. 

You see, things have changed at SCi over the last 
few months. Now that the company has proved that 
it’s got graphics well and truly sussed, it’s focussing 
on improving another all-important area of game 
design — the gameplay. 




(Above) Although the in-game graphics won’t be quite as good as this 
render, they’ll capture the flavour pretty closely. 


All the games that 1 saw in development during my 
visit to SCi’s swanky Southampton-based develop¬ 
ment HQ looked stunning — as you can tell from the 
shots on display here. However, what you can’t tell 
is that they also played extremely well too. 
Something tells me 1995 is going to be a good year 
for SCi... 

xs 

Of all SCi’s games in development, XS is the one that 
I’m most looking forward to. It’s a first-person 3D 
shoot-’em-up featuring... Hang on, 
where are you going? Don’t turn the 
page. No, no, XS isn’t just 
another Doom clone 
— it just happens to 
sound like one. 

It’s a sort of futur¬ 
istic take on the gladi¬ 
atorial arenas of 
Ancient Roman times. 

Four combatants enter 
an enclosed combat pit 
strewn with cover-pro¬ 
viding scenery and then 
let rip with whatever 
weaponry they have to 
hand. The last one left 
standing rises up the 
championships ranks and 
goes on to do bloody battle with 
another three contenders. 

There are 60 competitors in all, some 
human, some alien, some robotic, each with 


their own unique arsenals and playing styles. 
Although XS will inevitably feature a multi-player link¬ 
up option, in which up to four players can compete 
head-to-head, the game’s development team are 
working hard on some advanced Al routines that will 
emulate the unpredictable behaviour of a ‘real’ human 
opponent, so that even lone players will feel that 
they’re playing over a network. 

Unfortunately, no actual game shots were avail¬ 
able at the time of going to press (what you see illus¬ 
trating this page are renders from the game’s many 
gorgeous cut-scenes) — the 3D engine is still being 
refined and tweaked, and what SCi had 
running at the time of my visit was, 
they said, totally unrepresentative of 
what the game will finally look like. 
However, what I did manage 
to see was still very impres¬ 
sive. The arenas are fully tex¬ 
ture-mapped environments, 
complete with light-shad¬ 
ing and depth-cueing. 
The battling contenders 
are all shaded, light- 
sourced 3D figures 
too, rather than 
scaled bitmap 
images a la Doom. 
The team has 
used motion- 
capture tech¬ 
nology to animate 





them — and they look fabulous, running around with 
a natural fluidity that you just can’t get by hand. 

SCi’s PR bod likended XS to Quasar — and if the 
final game can generate half the excitement and ten¬ 
sion of that ‘sport’ then it’ll be a real treat. Stay tuned, 
we’ll keep you posted... 

9 XS is due for release this November. 


























Kingdom O’ Magic 

If you’re a fan of top-notch, off-the-wall comedy 
adventures then you’ll love Kingdom O’ Magic. And 
if you’re also a budget-conscious gamesplayer who 
seeks out Value For Money when you purchase a 
new game, then you’ll probably be doubly-chuffed. 
Why? Because when you buy KOM, you get not one 
(pathetic!), not two (ugh, measly!), not even three (v. 
poor) but six games in one! 

You see, Kingdom 0 ’ Magic offers the eager adven¬ 
turer three independent quests to embark upon. On 
top of that you have a choice of two, very different 
heroes to be your alter-ego — either a rough-’n’-tough 



snakeman who’s pretty handy in a fight, or a busty 
wench who’s even handier with magic — with the 
nature of each quest changing depending on who you 
select. Get it? Two times three equals... six. 

And, as a Jimmy Cricket would say, there’s more. 
Unlike ‘traditional’ point-’n’-click adventures, where 
everything has to be done in order (you know, ‘give 
the barber the comb to get the shampoo to wash the 
yak to get the milk, etc, etc’), KOM is totally free-form. 
You can doing whatever you want, when you want, 
where you want. 

Each of the game’s 90-plus computer-controlled 
characters has its own personality and agenda too, 
and will wander about the game’s multitude of loca¬ 
tions doing its own thing — it’s not unusual, for exam¬ 
ple, to see a fight break out between two feuding 
rivals. They’ll remember how you behave towards 
them as well, although not everyone responds 
favourably to a smile and a warm handshake, so don’t 
think you can just smarm your way to success. 

Kingdom 0 ’ Magic is, without a shadow of a doubt, 
pretty bizarre; anything can — and usually does — 
happen. But then, given the team in charge of its 
development, this was always going to be way. 
Indeed, one of the key figures behind the game is 
industry veteran Fergus Macneil who, many years ago, 
wrote some of best — and funniest — text adventures 
around. Anyone remember The Boggit? 

Apart from its ker-razy humour and unsual game- 
play, another thing that sets KOM apart is its stunning 
graphics. All the game locations and characters have 
been lovingly modelled in 3D then rendered, to create 


The Lawnmower Man 2: 
Jobe’s War 

Following SCi’s phenomenal — though inexplica¬ 
ble — success with its tie-ins to the first 
Lawnmower Man film, it’s no surprise that 
they’ve snapped up the rights to the sequel 
which will, so we’re told, be hitting the cinema 
screens of Britain next Spring. 

Starring Matt Frewer (of Max Headroom fame) 
and Patrick Bergin (of, er, that thing — you know, 
with the bird from Pretty Woman in it), LMz contin¬ 
ues the story started in the first film (somewhat 
surprisingly for a sequel) and features loads of 
very pretty computer-generated special effects 
sequences that will no doubt get thousands of 
bums on seats across the country. 

Although SCi were unwilling to disclose the 
nature of the game they’re producing to tie in with 
it, we’re promised it’ll be much better — and far 
more interactive — than the previous efforts. We’ll 
wait and see... 



a visual style that is as unique as it is attractive. The 
volume of work that this has meant for KOM’s hard- 
pressed team of graphic artists is immense, especial¬ 
ly as many locations need to be rendered twice, once 
for during the day and again for at night (yes, there’s 
a day cycle in KOM too). 

The boys and girls at SCi have high hopes for KOM, 
and rightly so — if what I’ve seen is anything to go by, 
this is certain to be the adventuring highlight of the 
year. Indeed, such is SCi’s confidence that there’s 
already talk of a sequel in the air, in which the player 
will be able to travel to new and even more exotic 
areas of the Kingdom. 

• Kingdom 0 ’ Magic is due for release this 
November. 


















SCi’s newly-formed Sci-Fi 
(S) is Gender Wars, a game 
Ibes as “like Syndicate — but 
fin it” (which, in my opinion, 
I thing). 

?grammed ‘out of house’ by The 
^he team responsible for Core Design’s 
— and in terms of plot you couldn’t get two 
re different. Whereas Heimdall 2 was based 
legends, GW takes as its premise the 
. taken to its ultimate conclusion, 
^im future world, men and women 
gi^H up trying to cohabit and so have set up sin¬ 
gle-sex iBrnmunities and are locked in a battle for 
global suf remacy. Well, let’s face it — it was bound to 
happen eventually, what with men always leaving the 
toilet seat up and women always wasting money on 
clothes that are only ever worn once. 

The player has the option to play as either the men 
or the women, and there are distinct missions which 
vary in tone depending on which you choose. Choose 
to play as the men, for example, and you’ll probably 
embark on gung-ho, guns-a-blazing forays. Choose 
the women, on the other hand, and the missions will 
be more stealth-orientated (apparently there’s one 
where the women have to break into a sperm bank). 

All these violent goings-on are depicted using an 
isometric-3D display, and there’s even an option to 
play it in SVGA if your machine’s powerful enough. 
The quality of the graphics and the animation on the 
tiny sprites is, as you’d expect from the boys behind 
Heimdall 2, exceptional. 

As in Syndicate the control system is completely 
mouse-driven, with the player simply pointing and 
clicking to move around and attack targets. However, 
a Syndicate-style R&D bit, in which you research 
weapons and so forth, has been decided against — 
which is a good thing, in my opinion, as 1 found it just 
got in the way of the fun in Syndicate. Instead, new 
weapons are introduced as the game progresses. 

As you can probably tell, GW has its tongue firmly 
lodged in its cheek. The male sectors, for example, are 
a picture of squalor and neglect, with empty beer cans 
and fast-food boxes littering the streets, while the 
female sectors are neat, tidy and spotlessly clean. GW 
couldn’t be classed as a sexist game, because each 
sex gets an equal amount of stick. 

As with the rest of the games previewed here, we’ll 
be taking a closer look at GW some time in the next 
few months when it’s nearer completion. However, 
even at this stage, it’s safe to to say that this will be 
one to watch out for. 

• Gender Wars is due for release this November. 



(Above) A shot from GW’s obligatory rendered intro. The voiceovers 
for it are provided by Avon and Servalan from Blake’s 7, AKA Paul 
Darrow and jacqueline Pearce respectively. 






The Man Called A*X 


Comic fans will know the name Marv Wolfman. He was Editor-In-Chief at Marvel Comics and later became 
Senior Editor at DC Comics and has won more comic awards that it’s possible to list. 

His new creation is ‘The Man Called A»X’ — and SCi has just announced that it’s acquired both the 
interactive rights and (most interestingly) the film rights to the character. SCi’s plan is to collaborate with 
another company — presumably one with extensive movie-making experience — to create both a film and a 
game based on the character. 

The partner will be given full access to SCi’s Silicon Graphics-based art department, which will cut down 
the cost of special effects generation — and, naturally, the graphics could then be ported straight across into 
the game, reducing game production costs. 

It’s early days, of course, and no partner has been formally announced as yet. However, watch out for 
more news soon... 








All offers subject to availability. Prices correct at time of going to press, E&OE. All sellers of stock require ID. Specifications subject to change. Most credit card orders despatched same day. Machines sent via express delivery- please add £15 



Buy, Sell, or Part Exchange 


PC's, Software & Games 


Upgrade from 4Mb to 8Mb 
from as little as 

£84 + VAT! 
Soundblasters from £25! 
1Mb SVGA cards from £25! 

PC Games from £5! 
BUY, SELL or EXCHANGE! 


sxcrang- 


■ N STAf^nr 

CREDIT 
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ITRANSAX 


Call Now! 

Central Londdn: 

(□171) 01S 3110 

Harrow, Middx: 

(Dial) 427 ssoa 


486SX33 VL 4Mb, 120 Hdd 
486SX250 VL 4Mb, 200 Hdd 
486DX266 PCI 4Mb, 540 Hdd 
486DX4100 PCI 4Mb, 540 Hdd 
PENTIUM P60 PCI 8Mb, 540 Hdd 
PENTIUM POO PCI 8Mb, 540 Hdd 


£499 

£549 

£699 

£769 

£899 

£1149 


All these systems are NEW FUQA PCs, complete with .28 SVGA monitor. 64-bit graphics 
card, 256k cache, mouse, and 1 year warranty. Prices exclude VAT. 


Major: Let's 

machine- 
gun them all 

in the face 


- 


r 


4Vv. 


Major- didn't actually say any of the stuff 
below, but what the heck 


PRIME Minister John M^or warned the 
Commons today that the ludicrously 
teeny prices charged for 2nd user PC 
games at London'suomputer Exchange 
could lead to economic ruin for the rest 
of Britain. 

"Oh yes", he whined, "they've got 
PC games starting at £5. There's an unri¬ 
valled selection on offer- always the lat¬ 
est titles available- and all at damned low 
prices. When people exchange their 
games towards other ones it works out 
even cheaper. Just what the hell do they 
think they re doing?" 

Mr. Major then called on all British 
citizens to rise up as one and join him on 
a militaiy assault on the Computer Ex¬ 
change's London HQ. 

"Anyone interested in signing up 
should pop down to their local police sta¬ 
tion. We'll give them a gun, ammuni¬ 
tion, four grenades, and a baseball cap 
with the word "KILL" printed on it." 

Oh, alright then. He didn't say any¬ 
thing of the sort. Sorry. 


PC "SATISFIED MY 
EVERY NEED" SAYS 
BIG^IUGSROMI A 


EXCLUSIVE bv CALVIN DOMKEYKONG Jnr 


BUSTY Pamela Ambersol, 
star of ITV's "Babewatch", 
yesterday heaped praise on 
the tip-top, one-stop, no-slop 
PC haven that is London's 
Computer Exchange yester¬ 
day. 

Pam, 27, recently pur¬ 
chased a PC from the (Jom- 
puter Exchange's Hardware 
Department, and was over¬ 
joyed. "I couldn't believe it", 
she gasped over her absurd 
bosom, "a tailor-made PC- 
with the exact specs I re¬ 
quired- at a price so low it de¬ 
nes all human logic and un¬ 


derstanding." 

EUQA (the Computer 
Exchange PC brandname) 
PC's are fully jguaranteed and 
can be upgracfed in the blink 
of an eye. And shucks, that's 
not all. 

Because apartfrom bar¬ 
gain deals on new, tailor- 
made PC's, the Computer Ex¬ 
change also offers a supreme 
selection of new and 2nd-user 
hardware goodies for exist¬ 
ing PC owners. 

How about a 
Soundblaster card from as lit¬ 
tle as £25? Or a 1Mb SVGA 


card from a paltry £25? Or a 
2nd-user 486 processor, start¬ 
ing at £20? Just call (0171) 
916 3110 for details on to¬ 
day's bargains. Everything 
sold is fully guaranteed as 
well. So there. 

You can even part-ex- 
change your current hard¬ 
ware towards an altogether 
meatier setup- by far the 
cheapest way to upgrade- or 
simply sell it for a handful of 
hard cash. 

Pamela Ambersol's 
done it- why the HELL don't 
you? Goddammit. 



Pam: More silicon in her chest than Intel have 
ever seen 



Hardware Departments: 

I 143 Whitfield Street, London W1P 5RY 282 Station Roa^ Harrow, Middx HA1 2EA 

^ciiai^ gall (0171) 916 3110 Call (0l6l) 427 5800 

B RA N C H E S (0171) 637 7898 E-mail: computerexchange(^easynet.co.uk 


















































Alex Simmons reckons it*s a 
waste of time and money 
pumping cash into a coin-op in 
some dingy arcade when you 
could be playing a perfect con¬ 
version of Time Warner’s mon¬ 
ster beat-*em-up on your PC. 
Read on and see if you agree. 


G et a load of this. 

Last year, when 
Ridge Racer, Virtue 
Fighter et al were raking in the cash at the 
local arcade. Primal Rage was in fact 1994’s biggest- 
selling coin-op across the globe. It’s true — this 
prehistoric punch-’em-up outsold all its rivals. So all 
credit then to Time Warner Interactive for promptly 
snapping up the lucrative license. 

Primal Rage is yet another one-on-one beat-’em- 
up, but one that has unceremoniously dumped the 
familiar muscle-bound fighters in favour of giant-sized 
dinosaurs. There’s seven of the beasts in all, battling 
it out across a variety of different prehistoric land¬ 
scapes in which hordes of 
tiny tribesmen shout 
and cheer on the 
favourite lizard-like 
God. Street Fighter this 
definately ain’t! 

Developed by Teeny 
Weeny Games, the team responsible for the 
admirable Discworld adventure, work on 
Primal Rage started just a few months ago, 


in January to be precise. In just six months the game 
has shaped up tremendously, especially when you 
consider there are just two people 
' working on the project. 

The reason Primal Rage has pro- 
gressed so quickly is because the 
code for the arcade game was 
directly ported to the PC, as 
Time Warner Interactive’s 
producer, Ken Humphries, 
reveals: “Our objective was to 
take the original arcade code and 
to convert it directly to the PC, and 
then to add things to improve the 
game, such as full-motion video 
and also options you don’t nor¬ 
mally get in the arcade.” 

Ken continues: “All the features in the 
arcade game will feature in the PC version. What we 
are planning on doing is having all of the seven 
dinosaurs, and all 70 moves that go with each 
dinosaur. We’ll have the different tribes people in the 
background, and all the special moves — you’ll be 
able to do all the combination moves you can do in the 
arcade game. Basically we’re planning on having 
everything exactly as the arcade game.” 

Extremely ambitious as I’m sure you’ll agree, but 
thanks to the high-spec machines currently available 
the task was made considerably easier. However, 
have Time Warner just forgotten about punters 
who own lower-end 486s? No 
way, according to Humphries: 
“We’re putting together 
three different versions of 
the game. There will be a 
16Mb version of the game will 
have all the frames of animation, an 8Mb 
version of the game will have half the 





The dinosaurs were first modelled in latex over a wire frame, then 
digitised into the game using Ray Harryhausen stop-motion anima¬ 
tion. The result is quite spectacular, and amazingly the developers, 
Teeny Weeny games, have managed to cram all the animation into 
the 16Mb version of the game. 8Mb and qMb versions are also 
planned, but as you can imagine the animation has been drastically 
cut down to compensate for lack of memory. 










































the volleyball and you bat the him around until one 
person wins or 30 seconds expires. These are kinda 
neat little things that are part of the arcade, and that 
we’ve moved into our game. We’ve also added a few 
things of our own, activated using cheat codes.” 

As the moment the 16Mb game is almost ready, 
with the remaining two versions due for completion in 
the next month or so. Teeny Weeny are also currently 
working on the sound. According to Ken: “Music and 
sound effects were a real critical part of the original 
Primal Rage game; it does a lot to set the mood and 
really gives it that dinosaur-y feel. 

“We’ve been working very hard to emulate that — 
Teeny Weeny games has taken the original music and 
has started to work with the PC. We’ve 
also taken the original sound effects jr-. 

and done our best to 
emulate that whole 
sound that you got 
in the arcade game.” 

From the early ver- 1 

seen f 

at PC GAMES, Primal 
Rage is shaping up very nicely 
indeed. However, there are still 
numerous tweaks to the 
gameplay and presentation 
that have yet to be imple- ^ 
mented. For the full review of 
Time Warner’s beat-’em- Hllk 

up, check out 

October’s issue. \w/ A .. , 


But while the PC version may not 
be quite up to the standard of the 
original, it makes up for this in other 
ways. For a start there’s a selection of 
new games in addition to the basic 
one- and two-player games. Gamers 
are given the opportunity to brush up on 
^ the primal punches in the one-player 

A training modes, in which you can battle it 

^ out against any of the other dinosaurs. 

Then there’s the all-new two-player 
‘tug of war’, in which the two energy bars 
are replaced by a single one — each time a dinosaurs 
inflicts a wound it ‘drags’ the energy over to their side 
of the bar. Obviously the winner is the dinosaur who 
manages to completely fill their half of the bar. 
There’s also a drawn-out endurance game, with both 
players picking a team of up to four dinosaurs and 
then fighting it out until one team has been complete¬ 
ly eliminated. 

The PC conversion of Primal 
Rage also boasts the hidden games 
that featured in its arcade parent, as 
^ Humphries describes: “We have all the 
different hidden games of the original 
arcade game had, such as bowling and volleyball. 
Bowling is triggered in the two-player game. The tribe 
people become pins and Armadon (one of the 
dinosaurs) becomes the bowling ball, and you basi¬ 
cally get two frames of bowling. 

“The volleyball game occurs in a certain location in 
the two-player game. One of the tribesmen becomes 


frames of animation of the 
dinosaurs, and we will have a 4Mb 
version which will have just a 
few less.” mim Jg jPB 

Even though most of the 
code was taken directly from 
the Primal Rage coin-op, surely 
the six months of development 
weren’t complete problem-free? “With 
any game you’re going to run into 
some difficulties. On the PC one of jH 
the big issues was speed and frame AD 

rate. The game runs in 320 by 200 for m 

two reasons: 
one is that the original coin- 
op was designed in 336 by 
240, so the graphic mode was fairly simi- 
W lar, and also it’s a way to make the PC game 
B run faster. 

m “In the arcade version of Primal Rage the 
J graphics are comprised of 11-13 palettes of 64 
colours each — we, of course, can’t do that on d 
the PC. What we’ve done is taken the 
dinosaurs and moved them down 
to 32 colours, and then com- 
bined the background palettes 
and fitted it in to the 256- 
colour palette.” 


5HSj!@3 


(Left and right) There are seven dinosaurs to choose between, each 
with their own special moves and attacks in addition to the usual 
array of bites, punches and kicks. 


(Below) Feast your eyes on this! Primal Rage really does look quite 
amazing, as this rendered backdrop shows. 
















DEXXA MAXSTICK 


WORLD OF GIF 
More than 3000 high resolution 
pictures in gif format. Viewers and 
tools provided for MS Dos and 
Windows. • animals • architect • art • 
boats • cars • cartoons • fantasy • films • 
fish • flowers • fractals • nature • people 
* pinups * places • planes • reptiles etc 


MICROSOFT PACK ^ 

MS ENCARTA '95 
MS DANGEROUS CREATURES 
MS WORKS AND MONEY 
MS GOLF 

MS ENTERTAINMENT 
MS SAMPLER 


BENEATH A STEEL SKY 
HELL 

INDiCAR RACING 
RISE OF THE ROBOTS 
MS GOLF 1995 
SUPER STREETFIGHTER 
FULL THROTTLE 
SLIPSTREAM 5000 
STAR TREK FINAL UNITY 


WORLD OF LANGUAGES 
The ultimate coliection of dictionaries, 
thesauruses, word processors, word 
checkers and lessons in English, 
German, French, Italian, Spanish, 
Greek, Russian and many, many more. 
Includes the lates spell checkers and 
word processors available. 


PHANTOM 2 PHASE 9 £17 
QUICKSHOT WARRIOR £8 


DTP COLLECTION 

WORLD OF GIF 
WORLD OF CLIPART 
WORLD OF PHOTO 


ALL KITS COME WITH 
ANTI-STATIC WRIST STRAP AND 
FiniNG INSTRUCTIONS ? 


WORLD OF PHOTO 
The ultimate photo collection for the 
PC, Macintosh and Amiga. Hundreds 
of top quality photo's from all over 
the world. You will find the perfect 
photograph, whether you are creating 
ads, slides or multimedia. 


LEISURE PACK 

SAM & MAX 
INDICAR RACING 
RISE OF THE ROBOTS 


FLIGHT UNLIMITED 
SUPER KARTS 
PYROTECHNICA 
PICTURE PERFECT GOFT 
TERMINAL VELOCITY 
VIRTUAL POOL 


AMSTRAD 386, 486 
COMMODORE PC40/50 
DELL 310,320,486 
DAN TECHNOLOGY 386,486 
ELONEX 386,486,SX/16/M 
GATEWAY 386,486SX/DX 
HP VECTRA 386,486 
ICL 40/50/55 
OLIVETTI PCS386,486 
PACKARD BELL 386,486 
TANDON SL386,486 
VIGLEN GENIE,ELITE,486 


WORLD OF CLIPART 
World of clipart is the ultimate clipart 
collection. Over 18000 clipart images 
for use on the PC Macintosh or Amiga 
computer. Great for use in desktop 
publishing, presentations, startup 
screens or slide shows. Contains more 
than 600 mbyte. 


REFERENCE PACK g 

WORLD ATLAS V.5 * 

FAMILY DOCTOR V.3 


WORLD OF DOS 
The ultimate MS-Dos Collection. 
Explore software from all over the 
world, just imagine having a complete 
shareware library at your fingertips. 
Spend hours of fun selecting programs. 
Contains over 1 gigabite of programs, 
utilities, music, programming tools etc. 


PANASONIC 562/3 
MITSUMI QUAD IDE 
NEC QUAD IDE 
AZTECH QUAD IDE 


WORLD ATLAS V.5 
MS DANGEROUS CREAT. 
MS MUSICAL INSTRUM. 
HUTCHINSONS 1995 
COMPTONS 1995 
FAMILY DOCTOR ‘95 


WORLD OF FONTS AND ICONS 
This is the ultimate font and icon 
collection for Windows. Over 500 
mbytes, more than 12000 true type and 
Adobe fonts, more than 4000 icons. 
Now you can enhance the appearance 
of all your window applications with 
this complete library of fonts and icons. 


THIS IS JUST A SELEaiON 
PLEASE CALL IF YOUR MACHINE 
IS NOT LISTED. 


PARALLEL 2 SPEED £186 

PARALLEL 4 SPEED £284 


AMSTRAD PC9486 
COMPAQ PROLINEA 
DELL 486 SX/DX 
ELONEX PC500 
GATEWAY 4SX/DX 
IBM PS2 70,APTIVA 
OLIVEHI MODULO 


TOP 100 GAMES VOL.II FOR 
WINDOWS 

100 of the best shareware games 
ever made. The best games with 
incredible graphics, super sound 
effects, music and fast action. All 
games are easy to play in this 
carefully selected compilation. 

WORLD OF WINDOWS 

The ultimate Windows CD Rom 
collected from authors and libraries all 
over the world. Over 600 mbytes of 
programs. More than 3000 programs 
consisting of games, utilites, icons, 
music, programming tools, business, 
clipart etc. For use with MS Windows. 


MS ENCARTA 1995 
MS BOOKSHELF 1995 
MS ANCIENT LANDS 
MS DINOSAURS 
MS WORKS 
MS MONEY 
WORLD OF INTERNET 
GRANDMA AND ME 
ARTHURS TEACHER 


WORLD OF COMMUNICATION 
The best communication collection 
available, over 5000 programs and 
utilities. Includes: network programs, 
modem utilities, BBS software, BBS 
door programs. Ham radio and many 
other useful programs and reference 
tools. 


DELIVERY CHARGES 

RECORDED POST £2.50 
48 HOUR COURIER £5.00 
OVERSEAS £7.00 


OPENING HOURS 

MON-FRI 9 AM - 6 PM 
SATURDAY 10 AM - 2 PM 
PERSONAL CALLERS WELCOME! 


WORLD OF PINUPS 
More than 2000 high quality hot 
pictures of the sexiest and most 
beautiful women of the world. Tools 
for converting, editing and viewing 
are provided on this CD. This CD Rom 
will make your mouth water. 

OTHER ADULT TITLES AVAILABLE 


SOUNDWAVE 75WATT £18 
SOUNDWA VE 25WA 7T £25 
SOUNDWA VE 80WA 77 £37 

SOUNDWAVE 240WATT! £54 
ZYFI2 PRO £45 


PC-TV OUTPUT MODULE £88 

(PLAY YOUR PC THROUGH YOUR TELEVISION) 

MPEG MASTER £198 


ALL PRICES EXCLUDE VAT 
AND ARE SUBJECT TO CHANGE 


CD-ROM SOFTWARE 

BUNDLES 


CD-ROM LEISURE 
■ SOFTWARE 


VV«>rKi <»*' 


MEMORY KITS 


CD-ROM DRIVES 


CD-ROM REFERENCE 
SOFTWARE 


SOUND CARDS 


VIDEO CARDS 


Waltham House, Grove Road, Woking, Surrey, GU2t 5JB 




































































Prince Morfcin 


MonitorMan'’ 


This month ws've got mors reviews of top games that ever before 
time dallying here, get reading... 


Reviewed On CD 

Alex Dampier Hockey Merit Software 

Brett Hull Hockey *95 Accolade 

Civil War Empire 

Command & Conquer Virgin Int. 

Dr Drago’s Madcap Chase Blue Byte 
FX Fighter GTE Int. 

Hi-Octane Electronic Arts 


Picture Perfect Golf 
PowerHouse 
Prisoner Of Ice 
Prototype 
Scottish Open Golf 
Silverload 

Simon The Sorcerer 2 
Striker *95 


Empire 

Impressions 

Infogrames 

NEO 

Core Design 
Millennium 


55 

55 

56 

52 

42 

50 

62 

45 

49 

58 

48 

44 

60 


AdventureSoft 46 
Time Warner Int. 54 


Reviewed On Disk 

Lords Of Midnight Domark 


38 


HOW we DO WHAT Wf DO... 

Everyone at PC GAMES is a complete gaming nut. That’s why we know exactly 
what you want to see in a game review (or so we like to think). 

So what do you get? 

Well, you get all the info you need and no waffling — we get straight to the point. 
On top of that you get loads of big screenshots of the game in action, along with 
maps and diagrams helpfully illustrating any major gameplay features — after all 
a picture, as they say, speaks a thousand words. 

Then we compare the big games with another of similar type in the ‘It’s A Bit 
Like...’ panel. Typically this will be the best game in its genre so you’ll probably 
be pretty familiar with it, thus giving you a handy point of reference. 

The whole PC GAMES team plays every game reviewed and, although only one 
person’s name appears on each review, the criticisms and Overall mark reflect 
all of our combined opinions, hopefully giving you a balanced view. Should any 
team member disagree violently with the rest, his comments will appear in a 
special box in the review. 


Finally, we have the essential score panel. 


All the guff you need to know about who 
publishes the game, who developed it, its 
price and when it’s due to be released. 
You even get a contact ‘phone number to 
call if you want more info. 


(5 


WING COMMANDER 3 


Electronic Arts/Origin 


(0753) 549442 


£54.99 Out Now 


J) 


Details the minimum machine specifica¬ 
tion as recommended by the software 
company, along with how much valuable 
hard disk space it takes up and what 
optional peripherals it’ll recognise. 


The game’s good and bad points, which 
are basically a concise summary of the 
criticisms made in the main review. 


The Overall Score. We don’t see any poinr 
in ratings for playability and all that other 
stuff — you get one mark to sum every¬ 
thing up and that’s it. . 


The coveted PC GAMES STAR 
is awarded to any game scor¬ 
ing 90% or over, indicating that 
the game in question is an 
essential addition to any game- 
■MmilM splayer's software collection. 


50 MHz 486 . VGA, 8 Mb RAM. 20 Mb of 
hard disk space, double-speed CD- 
ROM drive and joystick. 



ALSO SUPPORTS 


Mouse; SVGA; almost every major 
soundcard. 


THE GOOD... 

• At last — an ‘interactive movie' that 
actually looks like a movie. 

• The dogfighting is tense, exciting 
and looks fabulous. 

• Intriguing plot that keep you 
hooked from the start. 

• Superb SVGA graphics and excel¬ 
lent sound. 

...AND THE BAD 
41 Needs a monster PC to run at any¬ 
thing near a playable speed. 

« The missions lack depth and variety. 


Overall ) 

92% 











































David Upchurch’s 


drive with Domark’s 


long-overdue sequel 


brain goes into over 








Lords Of Midnight 


The Citadel 






Prince Morfe^in 


oAraCeth the White 


(Top) When you bump into someone you have 
the option of having a natter to them. This takes 
the form of a ‘multiple-choice’ Q&A session, as 
usually seen in graphic adventures. Be careful 
what you say — one wrong word and you could 
make a foe out of a friend. 

(Above) Although most of the action in LOMiTC 
takes place on the map screen, there are bits 
where you get to explore the dark interiors of 
the Blood March’s many castles and citadels. 




Corleth of CoreCay 




o lovers of fine strat¬ 
egy games, Mike 
Singleton is quite 
simply ‘the guvnor’. He established 
his reputation for creating big, deep 
and thoroughly absorbing strategy 
epics with the original Spectrum 
version of Lords Of Midnight back in 
the early 80s, a reputation which was 
reinforced by the sequel, Doomdark’s 
Revenge. Then, with the aid of his 
development team Maelstrom, he 
went on to release the excellent 
Midwinter and Midwinter II on the 
Amiga and Atari ST. 

And now we have Lords Of Midnight: 
The Citadel — and I’ll bet right now that 
any strategy-heads out there reading 
this are already starting to froth and 
foam at the mouth, especially those 
who remember the Spectrum’s glory 
days. But LOM:TC is more than just a 
revamp of the old classic; it is, in effect, 
Lords Of Midnight III, a true continua¬ 
tion of the epic saga started in the orig¬ 
inal Lords Of Midnight some ten years 
ago (if there’s one thing that Mr 
Singleton could never be accused of, 
it’s trying to make a quick buck). 

The action takes place in the Blood 
March, a lawless, chaotic region to the 
south-east of the land of Midnight. 
Here, in the Dark Citadel in Maranor, 
resides Boroth Wolfheart, an evil and 
devious man who, with aid of his army 
of Dark Fey, plans to seize control of the 
Blood March and ultimately to invade 
Midnight. Your aim, as the good Prince 
Morkin (remember him, Speccy own¬ 
ers?), is to raise an army that will even¬ 
tually defeat Wolfheart and put a stop 
to his dreams of world domination. 

However, as the game begins, the 
odds are stacked heavily against you: 
your father and ruler of Midnight, Luxor 


the Moonprince, has been taken captive 
by Wolfheart after an ill-advised scout¬ 
ing mission into enemy territory went 
wrong, while two other powerful allies, 
Coreleth of Corelay and Arin Lord Blood, 
who were also part of Luxor’s band, are 
currently on the run from Wolfheart’s 
forces in Maranor. Only Araleth the 
White and Rorthron the Wise remain 
free and willing to assist you. If you’re 
looking for a challenge then, believe 
me, you’ve come to right place... 

Although graphically LOM:TC is 
barely recognisable as a descendant of 
the Spectrum originals, in terms of 
gameplay it’s still surprisingly familiar. 
While there are a host of new features 
and gameplay facets, fans of the old 
games will more than likely feel right at 
home as soon as they load up. Indeed, 
it’s important to stress that, despite the 
look of some of the screenshots, this is 
most definitely NOT an action game — 
anyone buying LOM:TC expecting, an 
Ultima Underworld-style dungeon romp 
or ‘Doom with swords’ is going to be 
sorely disappointed. 

Don’t get me wrong, there are those 
sorts of elements in the mix, but at 
heart LOM:TC is a pure strategy game 
with strong RPG undertones. Due to the 
loss of your father and his two com¬ 
rades, your forces are seriously deplet¬ 
ed, and so much of the game (at least in 
the initial stages) is spent travelling 
between towns and villages, recruiting 
troops and attempting to persuade the 
game’s 38 computer-controlled key 
characters to join you in your quest. 

Of course, getting these key charac¬ 
ters to rally to your cause isn’t simply a 
case of walking up to them and asking 
them nicely; many of them have loved 
ones held hostage by Wolfheart, and 
will only join you once they’ve been res¬ 
cued and brought safely home. Others 
may want special magical artefacts 
brought to them before they’ll even 
think about waging war against 
Wolfheart — and once again, it’s up to 
you to find them. 

Once a key character has become 
part of the Alliance (the umbrella term 
for Morkin and his allies), you can then 
issue orders to them and the armies 
under their control. The orders you can 
give are extremely wide-ranging. 
Obviously there are the basic orders, 
such as ‘go somewhere’ or ‘attack so- 
and-so’, but there are also orders that 
will make a character seek out and 
recruit another character, or embark on 
a quest to find an artefact, or attempt to 
rescue someone from Wolfheart’s 
prison fortresses. 

It’s how you use the various mem¬ 
bers of the Alliance that dictates 
whether you’ll eventually win or lose. 
Each key character has their own set of 
personality traits, and these govern 
how they’ll react to certain situations 
and interact with other characters in 
the game — it’s a bad idea, for 
example, to send somebody with a 
fierce, aggressive nature to sit at the 
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Planes, Trains & Automobiles... 


...Or Feet, Boats & Dragons, in Lords Of Midnight’s case. Yes, there’s a variety of ways to travel around 


the Blood March, from the prosaic to the poetic. 


Prince Morfe^in 


15.000 



These boots were made for walking — which is just as well, because your heroes get to do a hell of a lot 
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of it. Haven’t they heard of horses, the fools? 


Prince Morfi^in 



It’s not easy to swim with armour on, which is why boats are pretty essential if you want to get your 
army across any large expanses of water. 


iAraleth the Ufvite 



Why walk when you can fly? Dragons are great for getting characters from A to B in double-quick time — 
the only trouble is they have to leave their armies behind. 



(Below) Your armies (assuming you’ve got any) will loyally follow their leader to the ends of the earth — 
unless their leader hops onto a dragon and sods off, that is. 


Prince J 



negotiating table, because it’s more 
than likely it’ll get you nowhere. 

Thanks to the magical power of 
Morkin’s Moonring, it’s possible to 
‘visit’ the characters in the Alliance and 
see what they’re up to at any given time 
— which is where the sexy(ish) 3D 
graphics come in. The camera switches 
between an assortment of viewing 
angles, allowing you to watch the char¬ 
acters and their armies as they march 
purposefully across the Blood March, 
carrying out whatever orders you’ve 
given them. 

True, the stiffly-animated, crudely 
texture-mapped characters of LOM:TC 
look a little disappointing compared to 
other recent 3D releases such as 
BioForge, while the chunky landscape 
isn’t a patch on, say. Magic Carpet’s 
brilliantly-devised game environment. 
It’s also a shame that the armies under 
each character’s control aren’t animat¬ 
ed — as they glide, motionless, across 
the landscape, following their leader, it 
can look a little disconcerting. But even 
so, for a strategy game, LOM:TC’s 
graphics are quite exceptional — and 
don’t forget that, at the end of the day, 
they’re are merely window dressing to 
the game’s tactical heart. 

As an extra bonus you can, if you 
wish, assume direct personal control 
over a character, using the mouse to 
point them in the direction you want 
them to go and the left and right mouse 
buttons to make them walk or stop 
respectively. It’s not that useful an 
option, to be honest — you’re better off 
letting the computer worry about get¬ 
ting characters from A to B, while you 
busy yourself with more pressing 
strategic matters — but even so, it’s 
often quite pleasant just strolling about 
the texture-mapped landscape, taking 
in the scenery, or wandering around 
inside castles, seeking out hostages 
and looking for artefacts. 

Combat between characters and 
armies operates in a similar ‘hands- 
on/hands-off — it’s up to you’ sort of 
way. You can take the easy route and let 
the computer resolve battles for you, 
the outcome being decided by an equa- 



Yes, I know it’s a bit of a cop out, but 
I’ve racked my poor, over-worked 
brain to think of another game that 
matches LOM:TC’s epic sweep and I 
just can’t think of anything — except 
the original Spectrum version of Lords 
Of Midnight. Yes, so LOMcTC looks 
totally different to that old 8-bit 
monochrome classic, but the basic 
gameplay is very similar. 
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THE COHOS OF MIOHIGHT 



tion based on each character’s skills 
and the size of the armies with them. 
Alternatively you can step and control 
the battle yourself, guiding your charac¬ 
ter’s sword blows by clicking on a figure 
representing your foe at the bottom of 
the combat screen (your performance 
here also dictates how the army lead by 
your character fares). Although it’s 
often best to let the computer control 
battles, in ‘David & Goliath’-style 
encounters taking personal control of 
the fight can occasionally result in some 
surprising victories. 

Like most in-depth strategy games, 
LOM:TC couldn’t be classed as a 
‘pick-up-and-play’ sort of game. In its 
favour the player interface is very 
friendly and easy to use, with a ‘Help’ 
button on each screen that gives you 
advice on what all the icons do and 
what purpose they serve, and there’s 
also a walk-through in the manual that 
helps ease you into things a bit. 

But despite this, LOM:TC is still very 
confusing at first, simply due to the 
huge cast of non-player characters, all 
of whom are milling about, doing their 
own thing, and the sheer size of the 
gameworld. You’ve got to be willing to 
put in a lot of work and prepared to 


















































































































(Right) This is the Almanac & Bestiary, which con¬ 
tains handy info on all the creatures, both good 
and evil, which roam the Blood March. It’s required 
reading for all LOM novices. 

(Below) You’ll spend a lot of time here on the Map 
screen, working out strategies. The Icons to the 
right of the map window let you zoom in and out as 
well as pan around. 




(Left) The Heroes & Villains screen features short 
biographies of all the key characters in the game, 
deUiling their unique personality traits as well as 
their location. 

(Below) The Traveller’s Guide is a sort of ‘Let’s Go’ 
handbook for the Blood March, listing the many 
locations of interest, both natural and man-made, 
in the troubled realm. 
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(Above) Selecting the Here & Now screen takes you 
to a 3D view of the character you’re dealing with. 
From here you can watch them carry out their 
orders, or take control yourself. 

(Right) Characters can be ordered to link up with 
other characters to form Fellowships numbering 
hundreds of troops — and this is where you can 
see who’s in each army. 
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(Above) This screen shows you the characters who 
are currently part of the Alliance. By clicking on a 
shield you can go immediately to that character’s 
info screen. 

(Left) The Chronicle is a day-by-day account of 
what you’ve achieved since you started playing — 
it’s useful for reviewing your progress so far. 
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Confused? You Will Be...- 

This is the main menu screen. From here you can access every other game screen, as well as the save/load game options. You know the sort of thing. 


accept quite a few false starts before 
you even begin to make any sort of 
progress in the epic war against 
Wolfheart’s forces. Still, strategy fans 
will be used to that — indeed, most of 
you probably enjoy the challenge of dis¬ 
covering every facet and nuance of a 
game like this. 

And it has to be said that once the 
learning curve has eventually been 
climbed, LOM;TC proves to be a bit of a 
cracker. There’s a truly epic feel about 
L 0 IV 1 :TC that hasn’t been seen since... 
well, the original Lords Of Midnight. As 
your armies slowly begin to grow and 
you become a credible fighting force, 
the sense that you’re part of ‘something 
big’ is outstanding. This feeling is fur¬ 
ther enhanced by the game’s plot and 
the character profiles, which create a 
depth that’s unmatched by almost any 
other game I’ve ever played. 

Which makes the game’s initial diffi¬ 
culty level all the more saddening; most 
gamesplayers — i.e. the type whose 
strategic ambitions end at more readily 
accessible fare like Command & 
Conquer — are unlikely to have the 
patience or the stamina to discover for 
themselves what an engrossing 
place the land of Midnight is. 



Prince Morfein 
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As well as the dangers posed by Wolfheart’s Just a fraction of the 30-odd key characters starring 

forces, there are also wild animals to deal with. in Lords Of Midnight: The Citadel. 
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(Above) By clicking on the portrait in the bottom-left of the screen, you can give a character a new quest — 
just click on the icons to send them on theirt way. 
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David Upchurch gets 
on board (geddit?) 
with Blue Byte’s crazy 
chase game. 



11 ' 

don’t know about 
you, but whenever 
anyone mentions 
playing a boardgame it always 
conjures up childhood memories of 
long, wet, incredibly dreary summer 
holidays, when there was nothing for 
it but to swallow your pride and idle 
away the never-ending days by play¬ 
ing Monopoly or Mousetrap (sorry — 
“MOUSETRAP!”) with your obnoxious 
kid sister. And Dr 
Drago’s Madcap Chase, 
which is essentially a 
boardgame on PC, does 
nothing to eradicate 
those memories. 

It’s not that it’s bad as 
such — in fact, as far as 
boardgames on computer 
go it’s quite well implemented — it’s 
just that you can’t help thinking “Why 
did they bother?”. If it wasn’t for the 
size of the playing area (which is actual¬ 
ly one the game’s faults, but I’ll come to 
that later), there’s no reason why DDMC 
couldn’t be played on a 
real board with little plas¬ 
tic pieces and proper 
playing cards — and, to 
be honest, it’d be a whole 
lot better for it. 

In short, DDMC is best 
described as ‘Monopoly 
with cars’. Up to eight 
players (either human or computer con¬ 
trolled) race around a map of Europe, 
trying to win prize money by being first 
to reach target destinations set ran¬ 
domly by the computer. This cash can 
then be used to buy properties in the 
cities, which in turn generate more 
money in rent each and every game 
‘year’. This is pretty useful, as the win¬ 



ner is the player with the most 
money after a pre-set number 
of turns. 

Each ‘square’ on the board 
has some sort of ‘special’ 
attached to it; blue squares, 
for example, award you a ran¬ 
dom cash bonus, while red 
squares take money away. Especially 
handy are the gold squares, which give 
you a ‘Chance’ card when you land on 
them. These cards, which you can opt to 
play instead of taking your turn, allow 
you to do anything from roll the die up 
to five times, to blocking off certain 
roads with hazardous nail traps. 

The icing on the cake is the epony¬ 
mous Dr Drago himself; a moustache- 
twiddling baddy in the Terry-Thomas 
vein. After the first destination is 
reached he latches himself onto the 
player currently last (which you can’t 
help feeling is a little unfair) and starts 
draining money off them. However, he 
can be passed onto other players by dri¬ 
ving past them. 

The problems with DDMC are legion. 
For starters, success depends far too 
much on luck. Because you have to roll 
the exact number to land on the desti¬ 
nation square, you often find yourself in 
the unfortunate situation where you’ve 


arrived in the vicinity of your target tong 
before the other players, and then have 
to spend the next half-an-hour shunting 
backwards and forwards over the 
square as you wait for the right number 
to come up. 

Likewise, some of the Chance cards 
are incredibly powerful and if you’re 
fortunate enough to get one you have a 
huge advantage over the others. Don’t 
get me wrong, I appreciate that there 
has to be an element of chance in 
games like this to keep people on their 
toes, but there has to be a greater ele¬ 
ment of skill too. 

Another problem with DDMC is that 
the playing area is just too large. If 
you’ve all just been sent down to the 
bottom of the map to get to, say. 



(Above) This is your host for DDMC — an annoying 
git with a habit of talking in rhyme. 



(Above) The evil, moustache-twiddling Dr Drago wastes yet more of some poor 
player’s hard-fought-for cash. The git. 
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(Above) When you land on a city you can spend some of your winnings on local 
properties, which then earn you rent money every game ‘year’. 


Morocco, and then are told to go back 
up to Sweden, it takes forever to get 
across the board, especially if there’s a 
lot of players all playing Chance cards 
on each other. After a while it can get 
pretty tedious... 

The final nail in the coffin is that 
DDMC is not exciting at all as a one- 
player game, and even if you do man¬ 
age to get all your mates gathered 
around your PC I’m sure there’s far 
more interesting things you could be 
playing than this. Still, there is one real¬ 
ly good thing about DDMC: it comes 
bundled with a free two-button 
joypad. Like, wow... 



THE GOOD... 

• You get a free joypad! 

• Well, at least there’s no chance of 
you ever losing the pieces... 

...AND THE BAD 
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double value games 

AT AN UNBELIEVABLY LOW PRICE 


BLOODNET/MEGARACE + SYNDICATE PLUS/UFO 



AVAILABLE FROM ALL GOOD STORES 
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akn availahip THF 7t-.h Rl IFRT/ni INF HANNON FODDER/BENEATH A STEEL SKY and ALONE IN THE DARK/SHADOW OF THE COMET 
































Core Design challenge 
old golf pro Alex 
Simmons to whip out 
his mashie niblick. 



ver since I played 
Leaderboard on the 
Commodore 64 I’ve 
been hooked on golf games. The PC 
has already had its fair share of 
contenders though, including EA’s 
underachieving PGA Tour Golf For 
Windows, the excellent Links games 
(now available on the Kixx budget 
label) and, most recently, the 
mediocre Nick Faldo’s Golf Deluxe. 

Initially, Core’s contribution to the 
genre is quite appealing, with four 
courses, a multi-player option, 65 com¬ 
puter pros, a player edit facility and a 
high-score table. There are six kinds of 
game, too: the Scottish Open at 
Carnoustie (the ultimate prize). 
Tournament (four rounds against 
human and computer opponents). 
Skins (prize money awarded for each 
hole), Derby (a team game). Shoot Out 
(sudden death) and Practice. 

However, when you get down to the 
action the appeal begins to wear off. 
The one very impressive feature here is 
the range of camera views, with six dif¬ 
ferent angles available: two from 
behind the player, one from down the 
course, a couple of tracking cameras 
and one mounted at tree-top level. 
These are particularly useful (and self- 
indulgent) when you’re watching a 
replay of a great shot. 

Everything else about the golfing 
action is either standard fare or below 
par. You have a choice of 13 (from 16) 


clubs, allowing you to drive and chip 
with hook and slice, escape from 
bunkers and putt. The assorted options 
include hole fly-bys, a grid overlay, cad¬ 
die advice and mulligans. Club selec¬ 
tion, shot power and accuracy are all 
controlled with the mouse, and natural 
hazards such as wind, trees and water 
make life difficult. 

There are several problems. For 
starters, the terrain graphics are 
unspectacular, the colours are dull, the 
sprite close-ups are blocky, the sense 
of perspective is poor, the player ani¬ 
mation is clumsy and the ball move¬ 
ment is slightly odd. There’s also a con¬ 
flict of accuracy between the map and 
what’s actually happening on the 
course. Often when my ball appeared to 
be on the fairway or green on the map, 
it had actually landed in the water, in a 
bunker or in the rough. 

Virtual Golf proclaims itself as an 
arcade-style game rather than a simula¬ 
tion, which appears to be an excuse to 
miss out some options you might 
expect from a golf game. For example, 
you don’t get a driving range or a prac¬ 
tice green. There are no special shots 
(such as PGA Tour GolPs ‘punch’ shot) 
to help you clear trees safely. The green 
gradients are unsophisticated, making 
putting relatively simple, and there’s no 
visible fringe to the greens, which limits 
your shot choices. 

The pre-match presentation isn’t so 
hot, either. Apart from having to press 
the Escape key several times to skip 
through the tedious introductory frills, 
the menus look bland and are confusing 




Want a player with red hair, green skin and a shocking combination of shirt, top and trousers? The player 
edit screen lets you do all of this and more. 



This game has problems with its 3 D display, animation and ball movement — but different camera views 
and a multi-player option provide long-term interest. 


to use at first. There are only eight 
saved game slots and no opportunity to 
save spectacular strokes — and the fact 
that you need to achieve pro status 
before you can play half of the courses 
is a bit mean. 

Everything about this game promis¬ 
es a lot but falls disappointingly short. 
It has plenty of courses but they aren’t 




The four courses on offer are all in the British Isles: 
The Bowery, Kilmarney, Penperro and Carnoustie. 
The last two can only be played when you achieve 
the rank of professional. 



On this preview screen you can choose whether to 
play all 18 holes, the front 9 or the back 9. 


very different, it has speech and graph¬ 
ics but they aren’t quite slick enough, 
and its camera views show great poten¬ 
tial but deserve a better game than this. 
Without the cameras. Virtual Golf would 
be a pretty miserable contribution to 
the genre; as it stands, it’s still far from 
a classic. The search for the 
perfect golf sim continues. 



* The irresistible appeal of a golf sim. 

• Multi-player games and camera 
views extend its lifespan. 


...A/VD THE BAD 


« Very poor presentation, graphics 
and sound. 

81 Lacks some basic options. 

































































Another page, another 
bloody golf game. 

Alex Simmons takes 
the long walk to the 
19th hole. 


t’s a close call, but 
Picture Perfect Golf 
(PPG) just about wins 
the battle of the golf sims — this 
month, anyway. The truth is, neither 
this nor Virtual Golf are any great 
shakes in the sim stakes. Core’s effort 
has the advantage in terms of flexibili¬ 
ty, variety of game styles and number 
of courses, PPG is better when it 
comes to graphics, sound and realism. 

PPG only has one course (Harbour 
Town Golf Links), but it does it very 
well. Photographs of literally thousands 
of positions on the 18 individual holes 
have been digitized and put on CD, pro¬ 
viding a realistic first-person viewpoint 
from wherever your ball lands. This 



(Above) These pictures show the best and the 
worst of PPG’s exquisite graphics. Thousands of 
course photographs give you all kinds of angles on 
the action, but the greens show little variation from 
one to the next. 

(Below) Trees, water and mountainous bunkers are 
all displayed in morale-sapping 3 D. 




photo-realism is both a strength and a 
weakness: it gives a convincing sense 
of actually being there, but lacks the 
variety and interest of Virtual Golf’s 
camera views. 

The main menu gives you a standard 
set of options. There’s a driving range 
and practice green to get you familiar 
with the controls, a hall of fame show¬ 
ing course records, and a comprehen¬ 
sive statistics screen giving a detailed 
breakdown of your performance. You 
also get a pitifully small number of save 
game slots (three), some details about 
the links and minimal control over 
sound effects and commentary. 

You play a round at one of three dif¬ 
ficulty levels and from three different 
tee positions. Coupled with variable 
wind speeds, these parameters can 
have a dramatic effect on your perfor¬ 
mance. The action itself is typical: a 
swing meter determines the strength 
and accuracy of shot, and you have to 
take factors such as wind, ball lie and 
obstacles into account. You have a 
choice of normal, hook, slice and punch 
shots, and you can take a mulligan if 
you make a serious error. 

PPG’s style looks pretty but has 
plenty of limitations. For example, you 
don’t get a hole fly-by, there are no 
instant replays and you can’t change 
the viewing angle in any way. There’s 
also too little animation — play from a 
bunker and you don’t get a sand spray. 
Finally, the sheer number of photos 
means that you can only fit one course 
on a CD, so if you want to play the more 
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interesting Coeur d’Alene links, you’ll 
have to fork out another £15. 

If you really must have a game with 
graphics like these and you don’t mind 
forfeiting varied gameplay or finding 
extra cash for course disks, there’s one 
good reason why PPG might be worth a 
look: it supports an Infra-red golf club. 
Empire hope to have some in stock by 
the release date, but if you can’t wait 
that long a few are already available in 
the larger games stores for £100 each. 

That’s obviously a serious invest¬ 
ment — but if you want to combine 
impressive graphical realism with the 
experience of swinging a club, 
the technology is here. 


(Above) Your scorecard is the most important pic¬ 
ture of all. Do well and you might want a printed 
copy, do magnificently and you’ll win a place in the 
Hall Of Fame. 


PICTURE PERFECT GOLF*^ 


Empire Interactive/Lyriq 


(0181) 343 9143 


£ 44.99 Out N ow 

MiNIMUM SPEC 


33MHz 386, SVGA, 2Mb RAM, 8Mb of 
hard disk space, CD-ROM drive and 



Infra-red golf club; Sound Blaster 
soundcard. 


THE GOOD... 

* Superb graphical detail. 

b Practice green and driving range.. 

* Infra-red club and extra courses 
available. 

...AND THE BAD 
« Only one course (and it’s not a very 
exciting one). 

fi Annoying delays between shots. 

« All the digitised greens are disap¬ 
pointingly similar. 











































































































The LSon, the Wizard and the Wardrobe 


David Upchurch grabs 


hold of his wand and 


gets saucy with 


Sordid the Sorcerer... 


w 

Lm k K a hat is it about the 
villains of graphic 
adventure games? No 
matter how horribly they die at the 
end of a game, they always seem to 
get themselves resurrected just in 
time for the inevitable Sequel. Old 
LeChuck the ghost pirate was brought 
back to life for Monkey island 2, and 
Malcolm the evil jester was returned 
to the land of the living after being 
struck by a freak bolt of lightning at 
the start of Kyrandia 3. 

Simon the Sorcerer 2 is no different. 
The thoroughly evil Sordid, who met an 
uncomfortable death in the Fiery Pits of 
Rondor at the end of the first game, is 
back to cause all sorts of havoc in 
AdventureSoft’s long-awaited follow-up 
to Simon the Sorcerer. 

Simon, in case you don’t remember 
it, was effectively Britain’s answer to 
The Secret Of Monkey Island. It fol¬ 
lowed the adventures of a 14-year-old 


lad who found himself magically trans¬ 
ported to a fantasy world populated by 
drunken dwarves, busty Valkyries and 
comedy wizards. 

Yes, it was supposed to be funny, 
and no doubt AdventureSoft had 
great fun adding comic twists to all 
those fairytales and fables you had 
inflicted on you as a kid. It wasn’t 
particularly original — even the point- 
’n’-click interface looked suspiciously 
like the SCUMM engine used by 
LucasArts — but hey, it was British, 
which meant that we didn’t have to 
put up with jokes about Mom’s Apple 
Pie and cheerleaders. Hurrah! 

The whole game revolved around 
Simon’s attempts to get back home, but 
the only person who could help him, the 
kindly Calypso, was being held captive 
by Sordid. Naturally, Sordid had to be 
disposed of, and Simon, though young, 
managed to outwit him. As a result, the 
first thing Sordid thinks about when he 
resumes his existence at the start of 
Simon 2, is revenge. 

The sequel starts, predictably 
enough, with Sordid being brought 
back from the grave after an accident 
with an old spell book and a pentagram. 
Not surprisingly, Sordid is none too 
chuffed with young Simes, and 
arranges for the lad to be delivered to 
him in a magic wardrobe so that he can 
get his own back with red hot pincers, 
thumb screws and the like. 


Sordid Tricks 


Simon the Sorcerer 2 has possibly the most contrived intro in the history of adventure games — but 
heck, it’s funny, eh? Well no, actually. But you’ve got to start a game somehow, so here goes... 
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(Above) If you played the original Simon The Sorcerer, you’ll remember those cheeky woodworm chappies 
who couldn’t decide whether they wanted teak or oak for dinner. Well, they’re back, and they’ve set up 
their own furniture business. 



(Above) Man eating plants? Damn. If only I’d remembered to pack the Agent Orange. 
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Farmer’s son Runt always liked reading, despite Dad seizes the spell book, sets fire to it and throws Recognising Runt’s potential. Sordid makes him Hmm, I don’t recognise that wardrobe - it’s defi- 

the fact that his dad thought that it was a wimpish it onto the floor. But the book, which once his apprentice. Runt’s first task is to conjure a spell nilely not from Ikea... Simon checks out the myste- 

pursuit for a growing lad. Little did he know that belonged to Sordid, lands in the pentagram and that will bring Simon back to Sordid’s fortress, so rious new arrival and, rather unwisely, decides to 

his son was boning up on the occult... Sordid comes back to life. that the sorcerer can get even have a look inside. 


























SIMON THE 
SORCERER 2^ 


Apv entureSoft/In-ho use 
(0121) 352 0847 
£ 44.99 Out N ow 

MINIMUM SPEC 


40MHz 386, VGA. 4Mb RAM, CD-ROM 
drive and mouse. 


ALSO SUPPORTS 


All major soundcards. 


THE GOOD... 

* It’s a big, big game. 

* Loads of wacky puzzles. 

* Genuine English humour! 

...AND THE BAD 

« It’s not exactly original. 

% The humour’s a bit hit and miss. 


86 % 


Luckily for him, the wardrobe arrives not at 
Sordid’s dark fortress but outside the shop owned 
by his old friend and tutor, the wizard Calypso. 
How convenient. 


Turns out that the wardrobe is powered by a sub¬ 
stance called Mucasade, but the tank is empty and 
Simon can’t return home until he finds some. There 
must be some around here, mustn’t there? 


(Above) It’s that old SF movie classic — the mind 
swap experiment. Simon and Sordid (attired in his 
neat Cyberdemon armour) exchange thoughts. 


(Above) At last, Simon discovers where Alix has 
been imprisoned. But, er, how do they escape now? 


(Below) Simon bumps into Runt, who has now suc- 


Luckily for Simon, the spell goes 
horribly pear-shaped, and he finds him¬ 
self outside Calypso’s magic emporium 
rather than in Sordid’s dungeon. But 
that leaves Simon with a problem. How 
does he get back home? The wardrobe, 
you see, is powered by something 
called Mucasade, and unfortunately the 
tank is as dry as a very dry thing. 

Obviously, Simon’s main quest for 
the game is to find some more 
Mucasade. As with most adventures, 
this isn’t something that you can 
accomplish quickly and easily, and so 
you have to guide Simon through loads 
of linked puzzles and encounters. 

The characters you’ll meet include 
several old faces from the first game — 
the swampling, Gerald and Max the 
demons and not forgetting 
the woodworms, of 
course — and a vari¬ 
ety of new and 
equally bizarre 
specimens. 

There’s the mad 
pet shop owner, 
the guys from 
the loony soci¬ 
ety, the Lady of 
the Lake (who 
appears in a wet¬ 
suit), the morris 
dancers and many oth¬ 
ers. As with the first game, 
many of these are based on char¬ 
acters from well-known childrens’ sto¬ 
ries (including Goldilocks and the Three 
Bears, not to mention the Narnia 
books), but all have been given the 
Adventure Soft comedy touch. 


As for the puzzles, they’re just 
ridiculous. You need to be more inven¬ 
tive than logical to solve them, and they 
quite often involve a number of differ¬ 
ent steps. Getting into the Royal Palace, 
for example, takes a lot of work: you 
need to win a magic contest, steal a 
joke book, make a stink bomb (for 
which you need the ingredients - 
another episode in itselO. 
raise some cash and... 
The list goes on. 
Needless to say, 
this game is going 
to take a lot of 
solving — I still 
hadn’t reached 
the climactic end 
sequence after 
several days of 
intensive, brain¬ 
straining play — so 
you definitely can’t 
grumble about it all 
being over too quickly. 

Puzzles aside, AdventureSoft 
has made numerous improvements to 
the original Simon game engine. The 
interface has been updated, so that 
verbs have been replaced with user- 
friendly icons and you can now locate 
all the important objects in a room by 
pressing the Fio key. On top of that, the 
graphics have been updated a tad, and 
there’s now a swear button so that you 
don’t have to listen to the more colour¬ 
ful language which surfaces in some of 
the dialogue. 

And speaking of dialogue, if you 
played the CD-ROM version of Simon 
the Sorcerer, you’ll remember that 
Chris Barrie (of Red Dwarf and Spitting 
Image fame) was the voice of Simon. 
Sadly, he wasn’t available for the 
sequel, but Simon’s new voice doesn’t 
sound all that different so it’s not a dis¬ 
aster by any means. 

Simon The Sorcerer 2 is, on the 
whole, a well-balanced game. The 
graphics and music are pleasant, if not 
outstanding; the puzzles are suitably 
challenging; and there’s a hell of a lot 
of game to wade through before you 
reach the closing credits. It isn’t terribly 
original, and some of the humour is a 
bit hit and miss, but overall it’s an 
entertaining experience. 

Whilst I wouldn’t rank Simon The 
Sorcerer 2 up there with Day Of The 
Tentacle or any of the other more recent 
LucasArts games, it does have a charm 
of its own and it’ll definitely make fans 
of the original happy. Don’t go expect¬ 
ing anything wildly innovative 
and you won’t be disappointed. 


Yes, it definitely resembles Discworld 
— another ‘comedy’ adventure set in 
the world of wacky wizards and walk¬ 
ing furniture. Discworld, though, has 
two advantages: it’s based on Terry 
Pratchett’s best-selling fantasy nov¬ 
els; and it features the voices of Eric 
Idle and Jon Pertwee. Beyond that, it’s 
good as adventures go, but conversa¬ 
tions are a little on the lengthy side. 


(Above) Oh dear. It looks as though someone has got 
the better of Calypso — and worse still, his grand¬ 
daughter Alix has been kidnapped. 

(Below) Ah yes, the three witches. Do I detect a 
Macbeth reference here? 






























David Upchurch tests 


his heavy mettle with 


Neo’s rock-’ard space 


blast-’em-up. 


The backgrounds for each level look stunning, 
thanks to the use of multiple layers of parallax. 


PROTOTYPE' 


[Neo/Surprise ProductionsI 

(01438) 840003 
£ 34.99 Out N ow 

MINIMUM SPEC 


25MHz 386, VGA. 4Mb RAM, 24Mb of 
hard disk space and CD-ROM drive. 


ALSO SUPPORTS 


Joystick; joypad; Sound Blaster and 
Gravis UltraSound soundcards. 


f6Vo 


THE GOOD... 

* Good, solid and very playable shoot- 
’em-up action. 


...AND THE BAD 
• Severely lacking in gameplay variety 
and originality. 

« Even die-hard blastheads will find 
the going extremely tough. 


Okay, so Prototype would be unlike¬ 
ly to win any prizes in a Miss Originality 
‘95 contest, but with a game like this 
it’s the playability that counts more 
than than anything, and Prototype has 
it in buckets; control over your ship — 
which resembles to the Batwing from 
the Batman movies — is excellent. 

Prototype is also quite fair; if you 
get hit you initially lose some power- 
ups from your weapons, and it’s only 


The second level sees you being attacked by the mutant lice from hell. 


Once you’ve powered-up your four onboard weapons to the nth degree, their powers of destruction become 
truly awesome. Heh-heh, the aliens won’t stand a chance... 


when they’re reduced to zero that you 
die. And, unlike some other shoot-’em- 
ups I could mention, it is possible Oust 
about) to survive the alien onslaught 
with only your basic pea-shooter for 
protection, even on the later levels. 

Prototype earns brownie points for 
its presentation too. Each level boasts 
up to six levels of parallax-scrolling 
scenery (i.e. objects that appear to be in 
the foreground scroll past faster than 
those that appear to be in the back¬ 
ground), all accompanied by a ‘soft 
metal’-style rock track pulled off CD. 
There are some nice rendered cut-scene 
‘rewards’ between levels too, although 
they’re very brief. 

But the fly in the ointment is that 
stupid difficulty level. The action is fast, 
furious and frustrating — it took me 
days just to get past the first level. The 
aliens attack in such numbers and with 
such ferocity that you really ought to 
get a medal for surviving rather than 
just a measly cut-scene. Another down¬ 
er is the lack of gameplay variety — 
although the graphics and music differ 
from level to level, the attack patterns 
of the aliens are very similar. 

Overall, Prototype is a good, excit¬ 
ing blast. However, if you’re looking for 
originality — or a relaxing, nerve-calm¬ 
ing way of passing the odd spare 
half-an-hour — then stay away. \®/ 


(Above) The inter-level sub-game is like a space- 
age version of Speed. Mind the oranges, Marlon! 


f we know one thing 
about the Germans 
— at least, based on 
the games they produce, anyway — 
it’s that they like a challenge. And 
Prototype, from Neo, just helps rein¬ 
force that belief; it’s tougher than a 
conker that’s been soaked in vinegar 
and baked in an oven — twice. Which 
is a pity, because if Prototype had only 
been a touch easier, it would’ve rated 
a lot higher than it has done. 

Prototype is one of those increasing¬ 
ly rare PC releases — an unpretentious, 
no-nonsense action game. You are 
Earth’s last defence against a fleet of 
hostile alien invaders (or something 
like that, anyway) and, as such, it’s your 
job to navigate your ship through seven 
levels of horizontally-scrolling mayhem. 

You start the game with a pathetic 
little damp squib of a gun that’s as 
effective as a eunuch in a brothel. 
However, by collecting the pods left 
behind by blasted aliens, you can 
power-up one of your four on-board 
weapons: a three-way laser, a pulse 
cannon, a flamethrower and a homing- 
missile launcher. Each weapon has its 
own specific strengths and weakness¬ 
es, and it’s up to you to decide how and 
when they should best be deployed. 

At the end of each level there’s the 
usual face-off with a giant super-alien 
and then you enter a sort of between- 
level sub-game, where you embark on a 
high-speed dash through a maze of 
space debris. The aim here is simple: 
avoid crashing into anything (fortunate¬ 
ly there are no aliens to worry about). 
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Alex Simmons looks 


at the wheelin’-dealin’ 


world of big business 


in Impressions* 


newest strategy game. 


VS 

owerHouse is the 

latest in Impressions’ 
long line of greed- 
mongering games, including Airbucks, 
Detroit, High Seas Trader and Ultimate 
Soccer Manager. However, the differ¬ 
ence between this and its pedecessors 
is the sophistication of the game itself. 
VGA graphics give way to SVGA, still 
screens get replaced by video cut- 
scenes (in part, at least), and there’s 
plenty more gameplay to get to grips 
with in a money-grabbing clammy 
hands kind of way. 

The basic idea behind Powerhouse 
is that you are the president of a multi¬ 
national corporation trading in and 
extracting energy sources from coal and 
gas, as well as solar power and nuclear 
powerstations, with the aim being to 
become the richest company after loo 
years. You get a map for surveying and 
building, and a mass of icons with 
which to go about your business. Pretty 
standard stuff. 

The number of different things you 
can do, though, and the freedom the 
game allows youto do them is impres¬ 
sive, right up to sabotaging rivals’ 
equipment and dealing in various 
shares to benefit you and impoverish 
them. This is all run by an economic 
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It would appear that there’s coal in dem dare hills, boy. Easy to get at and sit¬ 
ting there by the trainload. Rich pickings for the first people to start mining. 


The presentation in Powerhouse Is a cut above the norm that you normally get 
in strategy games. But don’t let that fool you — this is a real brain-strainer. 


model based on UN predictions, and 
feels very damn thorough. 

The technical level is especially 
impressive considering that this is a 
Windows game. Windows isn’t well 
known for its great gaming potential 
but, thanks to a new tool called WinG 
(that Impressions have been one of the 
first to put to the test), I am pleasantly 
surprised by the quality of the game. 
It’s as slick and playable as if it had 
been a normal DOS game, although not 
every DOS game is a winner by any 
stretch of the imagination — and 
Powerhouse certainly doesn’t come 
away as the perfect gaming experience. 

The problems with Powerhouse 
start after you’ve been playing it for a 
while. The number of options in each 
menu, the amount of different things to 
consider, and the knock-on effects of 
each action (whether by you or the 
opposition) mean that your brain will 
start to boil after an hour or two. Pretty 
soon you’ll be spending ages just 
figuring out whether spending a bit of 
dosh on a drilling survey is the best use 
of resources. 


And after a few days of heavy-duty 
decision making you’ll inevitably make 
some fatal mistake, thus letting the 
other companies get the upper hand, at 
which point you might as well give up. 
In this respect the multi-player option is 
a boon, as at least it puts each human 
player at the same disadvantage. But 
the sheer complexity of the gameplay 
means that this is more akin to a chess¬ 
like intellectual challenge than an 
enjoyable business sim. 

Rather than helping matters, the 
interface makes things worse. The num¬ 
ber of charts and screens you need to 
access to keep an overall picture is 
somewhat excessive, especially since 
the full potential of using layered 
Windows screens isn’t put to good use; 
individual windows replace each other 
instead of being movable and 
scaleable, so you can’t keep lots of 
them on-screen together. An opportuni¬ 
ty missed, perhaps. 

Overall, then. Powerhouse follows 
the concept of something like Pizza 
Tycoon or even Transport Tycoon, with¬ 
out ever being quite as enjoyable 



either. Of course, if both of those didn’t 
offer you enough of a corporate chal¬ 
lenge, then Powerhouse will certainly 
get the old grey matter churning. One 
thing you’ll soon learn is that running a 
big business isn’t quite as easy 
as Bill Gates makes it seem. 


POWERHOUSE' 


Im pressions/In-Hou se 
(0181) 789 0329 
£ 39.99 Out N ow 

MINIMUM SPEC 


25MHz 386, SVGA, 4,Mb RAM, CD-ROM 
drive, Windows 3.1 and mouse. 


ALSO SUPPORTS 


All Windows-compatible soundcards; 
Hayes modem. 


THE GOOD... 

• Looks very impressive, with some 
nice cut-scene graphics. 

* Plenty of gameplay for would-be 
business sharks to get their corporate 
teeth into. 

...AND THE BAD 

« The gameplay soon gets overly con¬ 
fusing, swamping you in options and 
details. 

« After a while it gets all very samey. 


(Above) Yes, e-mail. The internet has hit even the 
world of multinational corporation boardrooms. 
(Well, you’ve seen Disclosure, haven’t you?) Survey 
results and political happenings come through 
thick and fast after a little while. 

(Left) Sheesh, those guys in silly suits get expen¬ 
sive. Sismillion for one lousy survey — and they’ll 
take months researching it, too. Must be a trade 
union thing. 
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ongtime PC owners 
may have noticed 
those impudent 
console pups are now measuring up 
their six-button dimwit machines to 
our mighty intellect-straining wonder 
mainframes. Indeed, in some cases 
they’re claiming that certain new 
consoles (i.e. the Saturn and the 
PlayStation) actually surpass the PC in 
terms of games quality and variety. 
And they’re deliberately playing on a 
PC weak spot, citing 3D beat-’em-ups 
such as Virtua Fighter and Tekken as 
the future of gaming. Bah! We’ll show 
those foul dogs what power means! 
Bring me the 90MHz Pentium Igor, and 
be quick about it! 

Right.... [Lightning strikes the 
weathervane atop Castle PC GAMES, 
the Pentium shudders into life]. Ha-ha, 
my creation! My beautiful monster! Let 
me see what you can do! [Frantic scrab¬ 
bling around in the New Games 
Drawer]. Aaah, FX Fighter, the first fully 
3D fisticuffs frenzy for PC — the first of 
many! Soon our software hordes will 
descend upon the Earth and... but 
enough of this. Install it Igor, and be 
careful not to delete all my backed-up 
Plumbers Don’t Wear Ties save games! 




Two bop-packed scenes from the Inter-FX Fighter The insecty-like chap is Venam, who speaks in Insect when he wins, if you translate the clicks he makes it 

Disco Challenge. Honest. comes out as “Dave Upchurch has a willy like an acorn.” It does — it’s TRUE. 


A-ha! just as I suspected! A super¬ 
pretty rendered intro, complete with 
speech, plot bits and sinister evil end- 
of-game boss character explaining 
what’s going on and acting all scary! 
And you thought only consoles... Oh 
look, let’s just forget the mad scientist 
routine, alright? I really can’t be arsed 
with it any more. 

What we’re looking at here, though, 
is definitely the PC’s first attempt to 
clone a so-called Next Generation con¬ 


sole genre. Now the consoles producing 
this sort of software have lots of custom 
hardware and suchlike to help them 
produce the effects, so how does a 
straightforward PC, built as nature 
intended, cope? 

“Pretty well” is the answer which 
springs immediately to mind. The game 
design more than lives up to expecta¬ 
tions. Take control of one of eight dif¬ 
ferent alien characters, each champi¬ 
oning their planet, in a tournament 


where the losers watch their worlds 
obliterated. As you may expect each 
of the characters has their own 
strengths, weaknesses and comple¬ 
ment of special moves. The special 
attacks are performed using various 
sequences of joypad directions with a 
button press at the end, although the 
strings of commands are more in the 
Mortal Kombat forward-back-forward 
vein than the rounded flowing joypad 
movements of Streetfighter. 





































Wa-hey! Eh? Eh? Look at that - that lass is wearing alt kinky underwear and that. Hur-hur. Skrelp. 


Of course, as is de r/geur these days, 
most of these moves are used as open¬ 
ers for combos, strings of attacks which 
are (supposedly) unblockable — unless 
you happen to know a counter move (or 
combo-breaker, jargon fans). Obviously 
the specials are graded, so the most 
strategically-useful moves, like projec¬ 
tile attacks, usually do the least dam¬ 
age and the most powerful routines are 
the hardest to pull off, unless you’re 
some kind of strange alien mutant with 
thirteen joints on each finger, or a brain 
which plugs directly into a joystick port. 

Because FX Fighter has been limited 
to only two buttons (one for punch, one 
for kick) the programmers have had to 
‘bury’ some of the specials, as there 
aren’t enough possible strings of joy- 
pad commands to cover them. This 
means that FX Fighter has pretty excel¬ 
lent combo potential, as each move you 
perform has a second range of specials 
inside it, and on and on until you’re into 
double figures, if you’re good enough. 


This means arcade fans have plenty 
of combos to exhaust themselves dig¬ 
ging out and writing in to magazines 
with, while useless old people who’ve 
never played games before will end up 
with very badly blistered fingers as the 
joypad D-button tappers to and fro and 
punch and kick buttons are hammered 
with increasingly ferocity. 

Actually, this is where you 
encounter the first stumbling block of 
FX Fighter. As the joypad commands are 
all along similar lines and some require 
a pretty lengthy number of commands 
to be keyed in, you’ll find that there’s a 
lot of wrist work involved. 

The easiest way to prove this is to 
listen to someone playing the game. 
The (admitedly atmospheric and some¬ 
what ace) music and effects are all but 
drowned out by a cacophony of clicks 
and taps as the beleaguered player 
wrestles furiously with the pad. Alright 
if you’re a concert pianist, but pretty 
hard on the rest of us. 


But don’t be too put off — FX Fighter 
still has a lot more going for it than it 
has against it. The graphics are rather 
smart, with the scratchy 3D polygon 
visuals which ‘graced’ the preview ver¬ 
sions of the game smoothed out and 
texture mapped attractively. The anima¬ 
tion is also worthy of mention, not just 
for its smoothness but for the personal¬ 
ity and characterisation it adds to each 
of the fighters. 

But at the end of the day it’s that all- 
important playability that counts, cliche 
fans, and FX Fighter is lucky enough to 
possess it in green-makingly enviable 
quantities. It’s not quite as hot as the 
aforementioned arcade triumphs Virtua 
Fighter and Tekken, but given as this is 
the only option PC owners have in the 
field it’s certainly no let-down. Not 
everyone’s cup of blood, granted, but if 
you’ve got the taste for some Next 
Generation-stylee gaming goonery this 
is as close as you could wish for 
right now. 



FX FiRhlpr has a loiirnampnl mode which allows up to eight — count 'em, EIGHT — players to take part 
in a tournament at once. Each player picks a character, types in their name, and the computer produces a 
league table match up, with each of the participants battling their way towards the final, and the golden 
pri/e of lording it up over the other hard-luck |ohnny No skill types. 



...Super Street Fighter 2 Turbo from 
GameTek, I suppose, if I’m pushed to 
make a comparison. To be fair the only 
similarity between the two is that 
they’re both fighting games — other 
than that they couldn’t be more differ¬ 
ent. As you can see, FX Fighter uses 
3D polygons to depict the action, 
whereas SSF2T uses standard bitmap 
sprites. Although FX Fighter is great, 
SSF2T has the slight edge in the 
playability and sheer fun stakes. 






THE GOOD... 

* Lovely lovely graphics. 

* Lovely lovely animation. 

* Lots of moves and battery. 

...AND THE BAD 

« RSI-inducing freneticism 
f Really need more than one player to 






























David Upchurch finds 


a strange parallel 


between scratchcards 


and Virgin’s new 


action/strategy game. 
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Ithough I’m not a 
member of Gambler’s 
Anonymous or any¬ 
thing like that, I’ll admit that I enjoy 
the odd flutter now and again. So the 
other day, lured by the promise of a 
£10,000 jackpot, I bought a scratch- 
card from my friendly neighbourhood 
cornershop. (It wasn’t a Lottery 
scratchcard, incidentally — the 
proceeds went straight to a local chil¬ 
dren’s charity rather Sir Winston 
Churchill’s holiday fund.) 

Anyway, some time later, sitting in 
the comfort of my local pub, I took out 
the aforementioned scratchcard and my 
‘lucky’ tuppence, and started to chip 
away at the silvery film covering three 
windows. First a bell was revealed... 
Then another bell... And then — gulp! 
— another bell... Bloody hell, I thought. 
I’ve won a tenner! Cue one enormous 
beer session, in which the windfall was 
duly frittered away. 

What relevance, wonders the ever- 
curious reader, has this got to 
Command & Conquer, the new game 
from Westwood Studios? Lots, as it 




happens, because playing C&C was a 
lot like scraping away at that scratch- 
card. Action-orientated strategy game- 
play... Simple point-’n’-click player 
interface... A rare mineral that has to be 
harvested to raise cash... Bloody hell, I 
thought. I’m playing Dune 2! Cue one 
enormous all-night gaming session, 
in which all hope of sleep was duly 
frittered away. 

Given that Westwood also wrote 
that old classic (currently available on 
budget), perhaps I shouldn’t have been 
so surprised by the similarities. 
However, unlike Interplay’s WarCraft, 
another Dune 2-alike which was 
released a few months back, C&C isn’t 
just the same game all over again but 
with a change of graphics and plot, not 
by a long chalk. Instead, it’s Dune 2 
with more bells, whistles and shiny 
knobs embellishing it than you could 
find in a massive bells, whistles and 
shiny knobs discount warehouse — a 
Dune 3, if you will. 

Whereas Dune 2 revolved around 
rival ‘Houses’ battling for valuable 
Spice on the planet Arrakis, C&C is set 
on the good ol’ planet Earth, where the 
the opposing factions of GDI and NOD 
fight for control of regions containing 


the rare mineral Tyberium. (Okay, so it 
doesn’t sound that different so far — 
but bear with me.) 

Having chosen which side you want 
to fight for — the NOD are the nominal 
‘baddies’, so the default is the GDI — 
you then embark upon a series of self- 
contained missions. Unlike Dune 2, C&C 
has a strong plot running through it, 
with each mission connected to the 
next by some exceptionally good cut- 
scenes featuring a blend of renders and 
blue-screened actors. 

Indeed, I’d go so' far as to say that 
they’re the best cut-scenes I’ve ever 
seen. They’re certainly some of the 
most action-packed and spectacular — 
the jumbo jet crashing into the top of a 
Middle Eastern minaret is superb, and 



(Above) A flamethrower tank solves the illegal 
parking problem in one of C&C’s top cut-scenes. 


rest are not too far behind in the 
impressiveness stakes either. 

Before each mission there’s a short 
briefing from some commanding stiff in 
a suit, and then the fun really starts. As 
with Dune 2, you start each mission 
with just a handful of troops, a couple 
of vehicles and buildings, and a big 
black screen, the idea being that the 
surrounding landscape is only revealed 
as and when you send out your forces 
to explore it. 

As with Dune 2, everything — and I 
stress, everything — is controlled with 
the mouse. If you’re used to strategy 
games where you have to remember a 
list of key commands as long as your 
arm before you can get anywhere, then 
C&C will be a revelation. To move a unit 



(Above) My tiny troopers disembark at the D-Day 
re-enactment society’s annual family day. 
























(Above) My all-conquering GDI forces sweep into enemy’s base camp and start causing all manner of grisy, 
violent unpleasantness. Take that, NOD-dy! 



(Above) Oh, it all looks nice and peaceful at the moment, but see there — two of my tanks are approaching 
from the north-east. In a couple of minutes’ time this place will be a raging warzone. 


around, you simply click on it and then 
click on where you want it to go. If you 
want a unit to attack something, you 
click on it and then the target. Groups of 
units can be given the same 
order by holding down the 
mouse and dragging a 
‘box’ around them. 

Each unit is 
‘intelligent’; that is, 
you don’t have to tell your forces to do 
absolutely everything. If the enemy 
forces start attacking a lone trooper lost 
out in no-man’s land that you’ve cal¬ 
lously forgotten about, he’ll fight back if 
the odds are reasonable or scarper if 
they’re not. 

But there’s more to C&C than just 
moving your units about, shooting the 
enemy and blowing things up; there’s 
also a heavy resource management ele¬ 
ment. Using the scrolling menus to the 
side of the game window you can start 
constructing new buildings (barracks, 
heavy weapons plants, Tyberium 
refineries, etc) and vehicles (tanks, 
armoured personnel carriers, attack 
trikes, etc), as well as train new 
infantrymen to swell your army. 

However, all this costs — which is 
why Tiberium is so important. By ‘har¬ 
vesting’ this vital mineral (you’ll nor¬ 
mally find rich deposits of it somewhere 
in the vicinity) you can raise cash with 
which to finance your war effort. And 



the more money you have, the better 
the quality and effectiveness of the 
buildings and equipment you 
can buy. 

On paper all this 
may not sound that 
exciting, but in practice it’s 
as adrenaline-inducing as 
any race game or shoot-’em- 
up. One of the few complaints 
levelled at Dune 2 was that 
there was too much time spent 
building up your resources and 
not enough actually rucking. In C&C the 
balance has been tipped the other way, 
and it’s a much better game for it. I can’t 
think of one mission where I had to wait 
more than a couple of minutes for a 
fight to start. 

There’s a greater range of vehicles 
and buildings to experiment with too, 
including attack choppers and even a 
one-shot, use-it-wisely orbiting ion can¬ 
non! Fortunately, however, they’re all 
introduced gradually as the game pro¬ 
gresses, so you’re not swamped with 
options as soon as the game begins. 

Westwood has also made some 
major overhauls to its computer 
Artificial Intelligence routines, so that 
the game offers a more steadily-paced 
challenge than Dune 2 did. And there’s 
even a multi-player link-up option for 
armchair generals who want to fight it 
out over the phonelines. 




(Above) Your hunky commander-in-chief gives you 
a short, snappy but still pretty snooze-some 
mission briefing detailing the task that lies ahead. 
Although nicely presented, these bits are pretty 
redundant — the objective of most missions is sim¬ 
ply to wipe out the enemy forces. 

(Right & above right) A couple more examples of 
C&C’s exceptional cut-scenes. Oooh, it’s almost 
like watching the news on the telly. 



Finally — and as you can see from 
the screenshots — C&C looks a 100- 
times better than Dune 2 ever did. The 
detail and animation of the sprites, 
especially the troopers, is exceptional. 
The sound is nifty too, with plenty of 
bangs for your bucks accompanied by a 
suitably ominous, pulsing soundtrack. 

If there are any complaints at all it’s 
that, when all is said and done, C&C 
really is Dune 3 rather than a totally 
new gaming experience. But as anyone 
who’s played Dune 2 will tell you, rec¬ 
ommendations don’t come much 
higher than that. 




...WarCraft, which in turn was a bit like 
Dune 2. However, rather than simply 
being the same game with a fresh lick 
of paint, C&C features a whole host of 
tweaks and embellishments, including 
improved graphics, better Al, greater 
range of vehicles and buildings and 
some fantastic cut-scenes. 



THE GOOD... 

* Essentially the sequel to Dune 2 that 
you always dreamed of. 

* A super-strong, long-lasting and sur¬ 
prisingly varied challenge. 

* Looks absolutely brilliant and 
sounds even better. 

...AND THE BAD 


qt I could be picky and moan about 
something trivial, but I’m not going to. 




(Above) The attention to detail in the vehicle and background graphics is superb. I mean, look at this 
screenshot — it could almost be a photograph. 



























hose of you who’ve 
been craving a 
sequel to Striker for 
the past two years can finally relax. 
Striker *95 is here, on CD-ROM, and 
it’s bigger, better, more. It’s still not a 
great footy game, though - like its 
predecessor, it fails to live up to its 
early promise. In terms of Premiership 
strikers, it’s more Dean Holdsworth 
than Alan Shearer. 

The promise is offered by the pre¬ 
match presentation. After a dinky ani¬ 
mated intro which leads you through 
some great moments in recent footy 
history (Chris Waddle’s many penalty 
misses are nowhere to be seen, alas), 
you’re confronted with a bank of menu 
options. This lets you choose between 


five kinds of match, practice mode, 
team editor, loading a saved game and 
a list of options. 

The five game styles on offer are 
Friendly (instant action). Championship 
(32 of the best teams with up to four 
human players). League (up to 32 
teams). Knockout (32 teams again) and 
World Cup. There’s also a practice 
mode, which gives you the chance to 
attempt penalty shoot-outs and lets 
you hone your ball skills on the pitch 
without having another team running 
around on the pitch, hassling you. 

The team editor is Striker ‘95’s most 
comprehensive feature. Over 5,000 
players and 300 national and interna¬ 
tional teams are included, and you can 
radically alter every footballer by 
changing his hairstyle, nose, eyes and 
position in the team. If you get a kick 
out of creating a squad of players all of 






Shift Coimii^ 


striker 95’s team editing facility is pretty good. Not only can you change the players’ strips, you can also 
change their names and faces, too. 



Even without Stuart Ripley on the right wing, San Marino should pose no problems for England. Mind you, 
that’s what they said about Norway... 



whom have Paul Walsh’s hair and Ian 
Dowie’s nose, this is for you. 

In addition, you can rename your 
squad, instruct them to play in one of 
eight formations and six styles, and 
even change their strip. Actually, this 
last option isn’t quite as good as it first 
seems: you get all kinds of plain kits in 
lurid colours, but there are no stripes, 
hoops, halves or quarters to choose 
from. Renaming the squads isn’t much 
fun, either. All the players have ‘alter¬ 
native’ names (e.g. Alan Sharar), and it 
takes a lot of effort and patience to 
change them. 

The footy itself is a bit disappoint¬ 
ing. The choice of indoor and outdoor 
pitches is a good one because there’s a 
genuine difference in the way they play, 
but other options are far from useful. 
Match lengths vary from 2 to 10 minutes 
(why can’t you play longer?), there’s in¬ 
game commentary from Andy Gray (not 
as annoying as you might think), and 
you get some pretty pointless video 
clips before kick-offs, goal-kicks, throw- 
ins and corners. You don’t get varied 
weather conditions, though. 

The controls are fine as long as you 
have a joystick; with keys it’s tough. 
The ball sticks to the feet and passing 
isn’t easy, but the player selection is 
fairly intelligent and the goalkeepers 
aren’t stupid. You also get post-shot 
control, special shots and headers, neat 
set-pieces and instant replays. 

There are two main problems, 
though. The pitch view is too limited to 
allow flowing moves and doesn’t let you 
hoof the ball upheld with any certainty, 
and the ball tends to skid off the turf too 
easily. Striker ‘95 has plenty of nice 
touches, but it’s got a very long way to 
go before it dethrones the fab 
Sensible Soccer. 




Franco ^- 0 Romania 0 


Phew! Just look at the texture-mapping on that! 
Shame the g;ameplay doesn’t match the graphics... 


Fed up with waiting 
for the new football 
season to start, Dave 
Upchurch turns to 
Rage’s latest ball 
game for comfort. 



Footy strategy is covered by the formation editor 
and match tactics menus. If you want to recreate 
Blackburn’s 4-4-2 counter-attacking Championship 
team, no problem. 



It’s the 1990 World Cup semi-final penalty shoot¬ 
out between England and West Germany all over 
again... but this time it’s indoors. 
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Merit Studios politely 
tell David Upchurch to 
puck off. 


If you don’t follow ice hockey in Britain 
the name Alex Dampier will mean little 
to you. This isn’t his fault, so I’ll tell 
you a bit about him. Dampier was born 
in Canada, and since 1978 he’s been 
involved with Murrayfield, Notting¬ 
ham, Sheffield and the England Under 
21s. Since 1989 he’s coached the 
English national team with increasing 
success, so he’s no mug. 

Neither is the hockey sim which 
bears his name. It begins with an FMV 
intro and doesn’t look back. For 
starters, there’s a comprehensive list of 
presentation features which includes 
detailed player stats, a coaching-only 
option, sporadic in-game commentary, 
a choice of international teams, and 
league and tournament games. 



Alex Dampier 
Pro Hockey ^95^° 


The action is presented in attractive 
isometric-3D, a perspective which (ini¬ 
tially) 1 found more confusing than Brett 
Hull’s vertically-scrolling viewpoint, 
particularly in two-player mode. 
Variable control options and rules allow 
you to make the competition as easy or 
difficult as you like, and the period 
length can be set at anything between 
one and 20 minutes. 

Details such as realistic puck inertia, 
the ability to rough, sin bins, saved 


match highlights and instant replay 
options spice things up, but weak 
crowd noises and a lack of in-game 
effects let the side down. The quality of 
the computer opponents isn’t always as 
high as it should be, either. 

The same could be said of the game 
as a whole. There are literally dozens of 
interesting features and the whole 
package is quite slick, but it lacks a cut¬ 
ting edge when the players go 
out onto the ice. 






Davcid Upchurch gets 
his skates on (again) 
in Accolade’s sim. 


An interesting fact: ice hockey is the 
biggest indoor spectator sport in 
Britain. Not that there’s exactly much 
competition from the likes of basket¬ 
ball, athletics and darts, but it’s still 
an achievement of some description. 
The fact that the matches I’ve seen 
have often been an excuse for a good 
fight is irrelevant: the sport’s populari¬ 
ty is growing. 

Anyway, of this month’s two offer¬ 
ings, Brett Hull Hockey ‘95 (BH95) just 
manages to scrape a narrow victory in 
overtime. The game is based on NHL 



Brett Hull Hockey 9^ 


teams and includes all the statistics 
from the 93-94 season. You have a 
choice of one- or two-player head-to- 
head games, a one-player season (11, 
42 or 84 games) or the end-of-season 
playoffs (3, 5 or 7 games). 

Before the match begins you can 
edit the lines, fiddle around with the 
rules to set the level of realism, and tog¬ 
gle the commentary, music and sound 
effects. There’s also a simple coaching 
screen where you determine your 
team’s strengths and weaknesses in six 
skill categories. 


The action is very impressive, with 
realistic movement, a variety of penal¬ 
ties, three types of shot, two kinds of 
check, intelligent opponents and a host 
of additional presentation features, 
including six custom speed settings. A 
video recorder lets you study replays 
during timeouts, and at the end of the 
game there’s a full list of match and 
player stats. 

Though its graphics might not look 
as impressive as those in Alex Dampier, 
BH95 is faster, more realistic 
and ultimately more fun. 
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little while back our 
dear American 
cousins had a little 
disagreement amongst themselves 
and ended up slaughtering each other 
in their thousands. Now the same 
team that brought you Fields Of Glory, 
a fine strategy game in its own right, 
have ramped up the game engine to 
represent the Civil War on a PC. 

Considering the complexity of the 
troop movements and the large scale of 
the conflict, 1 have to admit to being a 


bit wary on loading up the game. My 
first battle was a simple little affair with 
a small army on each side, just to get 
into the swing of things, and within five 
minutes I was totally into it. Moving 
units around and getting them to do 
intelligent things in a co-ordinated, 
almost strategic, manner was a cinch. 
Relieved? You bet. 

Everything is icon driven to make it 
easy to suss out, and there aren’t that 
many icons you need either. You can 
see what’s going on from the excellent 
isometric map display, which you can 
zoom and pan around for the best view 
of the action at hand. You don’t control 
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(Above) The database has some excellent bachground on the war, showing us exactly who did what to 
whom and how they managed it. 

(Below) In the campaign game you’ll find yourself faced with a big map like this and hundreds of thou¬ 
sands of men awaiting your commands. As with the battle map you can zoom in to see better the gory 
details of who’s where and what they’re up to. 
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each and every troop, but you can give 
orders to small units as well as whole 
armies, and you’re able to watch indi¬ 
vidual troops battling it out — right 
down to smoke coming out of the ends 
of cannons. 

Unlike most strategy games. I’d fin¬ 
ished my first battle in an hour and was 
ready for more, having thrashed the 
pants off the Yankies. I went on to cover 
each of the four (yes, only four) battles 
in the game, playing each side each 
time and working my way through the 
difficulty levels until only a few hours 
later I had finished them all. Bummer. 
End of game. 

This experience goes to show both 
the good and the bad about Civil War. 
On the one hand it looks and plays with 
the guts of a non-strategy game. In 
short, it isn’t boring. On the 
other, it’s far too easy 
even for non-veterans 
of this type of thing, 
even on higher diffi¬ 
culty levels, which 
is a shame. You’d 
have thought that 
that’s the one les¬ 
son the design 
geezers would 
have learnt from 
Fields Of Glory, but 
sadly no. 

But wait, there’s more. 

There’s the campaign side of things, 
which didn’t exist and was sorely 
missed in Fields Of Glory. You can (and 
this is where you get into the meat of 
the game for real) control all the armies, 
navies and towns on either side for the 


To the tune of his 
favourite military 
band, Davi Upchurch 
draws up his battle 
lines in Empire’s cork¬ 
ing new strategy game. 


whole duration of the war. You start 
with a map of the whole southeast of 
North America and deal with everything 
from supplying your men to recruiting 
new units. Move them around and get 
into fearsome battles with huge num¬ 
bers of troops — at which point the 
game shifts into battle mode 
and you play the battle as 
you would in one of the 
pre-prepared battles. 
When it’s over you 
return to the big 
map and carry on 
until you’ve beat¬ 
en the opposition 
into submission. 
This is the true 
heart of Civil War, 
and isn’t something 
you can finish overnight. I 
finished it over three nights, 
albeit very long ones, and still have 
the challenge of the highest difficulty 
levels ahead. That gives the whole 
package a longer appeal, but still not 
very good. The only way to really get 
your hours out of it is to hook it up to a 




(Above & below) War Is hell, as these images from the Civil War go to prove. For every little flag on your 
map, you have hundreds of men, tens of cannons or fleets of ships to command - and so does the enemy. 
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The traitorous enemy’s units are caught napping to 
the southwest by oodles of my finest dark blue 
troopers. Confident that 1 can kick their sorry 
Southern bottoms (or ‘butts’, as the Yanks would 
say), I send a few divisions in for an easy kill. 



The sixth brigade cavalry, feeling fresh and ready 
for battle, sneak down the road towards an unsus¬ 
pecting unit of mixed infantry and artillery. I know 
it looks like there are only a dozen of my guys, but 
there are really 480. That’s graphics for you. 






A little while later the smoke starts to settle and 1 
can check out what exactly it was that happened 
while I was giving the rest of the army its marching 
orders. Judging by the bodies and broken cannons, 
something certainly went down. 



...And here it alt is in close up and from the rear, so 
that you can see the carnage for yourself... except 
that alt the carnage seems to have been against my 
troops and not by them. Oops, perhaps the enemy 
were a little stronger than I counted on. Sorry guys. 


...JWicroProse’s Fields Of Glory. But 
given that both games were written by 
the same development team, that 
should come as no surprise. FOG’s 
main failing was that it was too easy 
to beat — a problem which Civil War 
shares, but not to the same extent. 
Strangely, despite being an older 
game, FOG actually looks better than 
Civil War. Bizarre. 



TIrlfa if 


ii u 


mate in two-player mode, which can be 
one hell of a struggle. The artificial 
intelligence isn’t bad, but this is the 
sort of game that truly benefits from 
playing against a real flesh-and-grey- 
matter opponent. 

I think that Civil War is a stunning 
achievement, because it’s a strategy 
game that gets you into the landscape 
and the troop manoeuvres without 
resorting to the top-down hex-based 
graphics with little sprite counters mov¬ 
ing over it. Those games first appeared 
when people began converting 
boardgames across to the computer 
and really shouldn’t be necessary any 
more. It does that without losing ease 
of play or, indeed, depth of play. 
There’s plenty of meat on them there 
gaming bones, that’s for sure. 

On the other hand it loses a few 
brownie points for being too easy in the 
long run and for a couple of little nig¬ 
gles. For one, the SVGA graphics are 
neat enough, but without shading to 
fluidly blend colours you do get a 
slightly ragged look to hills and valleys. 




CIVIL WAR" 


Ejmpire/Dagger 


( 0181 ) 343 9143 


£ 39.99 Out Now 

MINIMUM SPEC 


33MH2 386, SVGA, 4Mb RAM, SVGA, 
7Mb of hard disk space, CD-ROM drive 
and mouse. 


ALSO SUPPORTS 


Sound Blaster, Pro Audio Spectrum and 
Gravis UltraSound soundcards. 


For another, the tinny, Casio-keyboard 
tunes should have been removed 
before being released on an unsuspect¬ 
ing public. 1 switched off the music 
within seconds of starting the first 
game. It’s that awful. 

I thought I’d have a problem with 
the basic subject matter — after all, not 
many of us Brits have much of a clue 
what happenned in the American Civil 
War — but the interactive database 
included in the game covers the main 
people, weapons, battles and tactics, as 
well as having photos from the era and 
a few extra bits and bobs. The section 
offering to teach me the favourite songs 
of the war was the only one I certainly 
did not use. 

Civil War would surely have got a 
better mark but for fact that even naive 
beginners will have finished it within a 
few tries. Everything else, from the 
presentation to the gameplay and all 
the rest, is a heartening mix of building 
on the successes of its predecessor and 
avoiding making the same mis- 
takes twice. 


(Above) Although Civil War isn’t the best-looking 
game ever created — hey, we’re talking strategy 
here — the presentation is more than adequate. 
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THE GOOD,.. 

W A strategy game without hexes that 
still gives quality strategy for diehard 
fans and beginners alike. 

• The two-player options are excellent 
all round. 

• A stonkingly good campaign option 
makes this one of the best games in its 
field. 

...AND THE BAD 

• It’s way too easy, just like Fields of 
Glory before it. 

« Only four stand-alone battles and one 
campaign? Shame on you. Empire, 
qi Somebody turn that bloody music off. 



Each army has a structure, and if you choose you can give individual sections orders, rather than telling the 
general in charge and letting him run the whole shooting match for you. Of course, in a complex battle, 
that ends up being lots of work. 
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Alex Simmons has 


nightmares as 


Infogrames’ obsession 


with horror and H.P. 


Lovecraft continues. 


base near the South Pole, carrying 
three mysterious cargo crates with 
them. After a pretty nasty incident 
involving some splintered wood, sever¬ 
al slime-soaked tentacles and two peo¬ 
ple being dragged under the ice, Bjorn 
is rescued by a Royal Navy sub with two 
crates still intact. 

This is where you come in. Playing 
an American naval intelligence officer 
called Ryan, you’re aboard the sub 
when Hamsun junior arrives. Over the 
next few days you travel the globe in a 
tale which encompasses espionage, 
magic, Nazis and more monsters than 
you can shake a stick at. It’s not a jour¬ 
ney for the faint-hearted. 

It is, however, a journey for anyone 
who’s been looking for an adventure 
game which justifies the much-abused 
tag of‘interactive movie’. POI looks like 
a movie, sounds like a movie and is pre¬ 
sented like one. Apart from the obvious 
Cinemascope-style viewing window, 
the action is interspersed with close- 
ups, cut-scenes and flashbacks which 
fill in the details of the story as you 
progress. There’s a dramatic beginning 
and an equally strong ending too, and 
the characters have an Indiana jones- 
like cartoon quality, with well-defined 
good and bad guys. 

Much of the cinematic feel is down 
to the graphics and sound. For example, 
the narrative incorporates multiple 
‘camera’ angles, so you see characters 
from a first-person perspective in cut- 
scenes, or switch from a side-on view to 
an overhead view when you pass from 
one room to the next. 

Most impressive of all is POl’s 
‘motion capture’ technique, a 3D gener¬ 
ator based on the real movements of 
actors. The programmers have used it 


(Below) VGA mode doesn’t suffer that much by 
comparison to the SVGA graphics shown elsewhere 
in this review, but some of the control icons and 
text look a tad blocky. 

(Bottom) There are over forty individual characters 
‘starring’ in Prisoner Of ice, but not all of them as 
crazed as Obersturmfuhrer Dietrich or as sensible 
as Ryan. In particular watch out for the ones that 
leave a slimy trail. 


The Time, The Place 


Ryan, our hero, faces a dozen changes of location before the showdown with his 
enemies at lllsmouth. Some places are safer than others; but then again, 
antediluvian fiends have a way of turning up just when you least expect them., 
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The action starts in January 1937, aboard the submarine HNIS Victor 
The sub has just picked up two mysterious crates and a young 
Norwegian explorer. The action ‘heats up’ (geddit?) when one of thi 
‘prisoners’ defrosts... 


16 January, 1937. After literally helping himself in the museum library 
in Buenos Aires, Ryan has found a new friend. Meanwhile, some 
lengthy testimony from several expert witnesses has begun to make 
sense of the plot. 


f spiders, slugs and 
other creep-crawlies 
give you the heebie- 
jeebies, be warned. Prisoner Of Ice has 
an atmosphere of brooding menace 
that can be genuinely frightening if 
you play it alone, at night, with the 
lights out. I, of course, am made of 
sterner stuff. Taking advantage of the 
extra hours of daylight during the 
summer months, I can honestly say I 
wasn’t scared. Much. 

Prisoner of Ice (POI) is the latest 
graphic adventure in Infogrames’ series 
based on Chaosium’s Call Of Cthulhu 
RPG. Like its predecessor. Shadow Of 
The Comet (SOTC), the macabre plot 
owes its inspiration to H.P. Lovecraft’s 
short Gothic novel, ‘At The Mountains 
of Madness’. Unlike Shadow Of The 
Comet, however, POI has an admirably 
simple player interface, superb graph¬ 
ics and sound (apart from the digitised 
speech — but I’ll come on to that later), 
and slick presentation. 

In fact, apart from the superficial 
similarities of plot, atmosphere and 
timescale, the two games aren’t very 
much alike. John Parker, the star of the 
first game, has a cameo role halfway 
through this one - but he’s about thir¬ 
ty years older and not much cop when it 
comes to reptile management. The Old 
Ones, too, strut their slithery stuff again 
and steal the show with hordes of 
slimeballs eager to foil your plans. But 
almost everything else is different. 

When the action begins in January, 
1937, the explorer Peter Hamsun, his 
son Bjorn and a Royal Navy Commando 
have just escaped from a Nazi military 




13 January, 1937. At Edwards Base on the Falklands, Ryan spends a 
quiet day pilfering equipment, feigning a stomach virus, starting a 
fire, stealing a look at secret files, and - well, you’ll have to discovei 
the rest for yourself. 
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to calculate a reputed 50,000 sprites 
and create an unparallelled fluidity of 
animation. All the main characters act 
and move in eight directions with out¬ 
standing realism. You could argue that 
these smooth character movements 
look a little out of place against 
the cartoon-like backdrops, 
but that would be quib¬ 
bling. Besides, on top of 
that you get something 
like 250 background 
animations too. 

The aural effects 
are equally distinctive. 

The CD-based sound¬ 
track is nothing short of 
superb, with over forty min¬ 
utes of atmospheric music provid¬ 
ing a menacing context for the action. If 
you haven’t got a sound card, you’re 
seriously missing out. 

In fact, the only real disappointment 
is the digitised speech. It’s well-acted 
and crystal clear, but the problem is 
that the direction is laughably bad — 
some characters scream or shout their 
lines for no readily apparent reason. 



...Shadow Of The Comet. Prisoner Of 
Ice is much better but the two games 
share many features: a great atmos¬ 
phere, action which takes place over a 
few days, plenty of opportunities to 
die and a strong smell of reptiles. 
SOTC is smaller in scope, has a less 
impressive interface and is relatively 
slow-moving, but it’s still an interest¬ 
ing prelude to POI. 



which often ruins the excellent atmos¬ 
phere and nerve-shattering tension 
generated by the game’s plot. 

In play, POI is a fairly typical graphic 
adventure involving a lot of wandering 
around, talking to people, fighting mon¬ 
sters, filching objects and using 
these objects on each other, 
on the background or on 
other characters. Some 
of the puzzles are too 
easy for serious 
gamers, but if you 
aren’t an adventure 
nut then POI has plenty 
of dead simple problems 
to give you confidence and 
a few pretty nasty puzzles to 
snatch it back again. The only real 
let-down is the inflexible conversation 
system: all you do is listen, select a key 
word in reply and listen again. 
Challenging it isn’t. 

Mixed in with all this is the prospect 
of death around every corner. Ryan’s 
globe-trotting takes him through about 
150 locations, and there’s always the 
threat of a slimeball, a firing squad or 
some gruesome magic trap lurking 
around. If you’re the kind of person who 
forgets to save the game at regular 
intervals, don’t worry: there’s an auto¬ 
save facility which lets you start again a 
couple of steps back from where you 
died. You can, of course, save the game 
at any time yourself. 

The presentation as a whole is very 
good. The interface is extremely easy to 
use: unlike the clumsy, mouse-free 
environment in SOTC, everything here 
is mouse controlled. The inventory is an 
‘invisible’ bar at the top of the screen 
revealed when you want it, and there 
are keyboard short-cuts if you need 
them. Added to this are a host of in¬ 
game menu options which allow you to 
set the animation speed, determine the 
relative volumes of music, speech and 
sound effects, and select a text-only 
display, speech only, or both. 

As well as the speech, there are a 




(Above) Prisoner Of Ice’s motion capture technique allows the main characters to act and move in eight 
directions with incredible smoothness. 


(Below) The quality of the painted backdrops is exceptional, although some might quibble that they don’t 
quite gel with the ray-traced characters. 



few other minor irks which slightly 
marred the game for me. For one, the 
hard disk installation is minimal, which 
means that if you’ve got a slow CD-ROM 
drive or a minimum spec machine, load¬ 
ing in new scenes can be a bit sluggish. 
For another, some of the translations 
from the original French sound a bit 
strange — nothing stupid or comical, 
just odd. Finally, instead of the default 
flick-screen mode, there’s a scrolling 
graphics option. Even on a DX2 this 
results in slow, jerky movement which 
really isn’t worth bothering with. 

Overall, though, POt looks great, 
sounds even better and will provide a 
more than competent challenge for 
most people. It won’t seriously tax 
hardened adventurers, but the story is 
so gripping and the atmosphere so 
intense that 1 wouldn’t hesitate to 
recommend it to anvone. 


PRISONER OF ICE‘ 


In FOG RAMEs/I n-house 
(0171) 738 8199 
£44.99 Out Now 

MINIMUM SPEC 


33MHz 486, VGA, 4Mb RAM (8Mb for 
SVGA), CD-ROM drive and mouse. 


ALSO SUPPORTS 


Sound Blaster soundcard. 


THE GOOD.., 

• Superb character and background 
animations. 

* Atmospheric soundtrack, with over 
forty minutes of music. 

4 Excellent presentation features. 

4 An engaging storyline beneath all 



17 January, 1937. The situation is getting sticky at the Nazis’ secret 
Schlossadler Base near the South Pole. To make matters worse, there 
are dark mutterings of world domination and the imminent return of 
the 'Old Ones’. 


This is it; the final day and the final showdown, as the hero Ryan 
goes head-to-head with Obersturmfuhrer Dietrich and the Sorcerer 
Narackamous at lllsmouth’s stone circle. A couple of slick moves and 
victory is yours... 


the graphic frills. 

...AND THE BAD 


4 Some might find it a little easy. 
4 The speech is a little dodgy. 





































review 


David Upchurch heads 
way out west — and 
gets viciously pecked, 
bludgeoned and beat¬ 
en in Millennium’s 
graphic adventure. 







quality occasionally suffers from fuzzi¬ 
ness; and the puzzles are not quite 
tough enough for anyone accustomed 
to the genre. 

If you’ve never played a graphic 
adventure before there are better 
places to start than this. It’s not a bad 
game by any means, but if the thought 
of discovering the grisly secrets of a 
Wild West town doesn’t grab you, 
there’s little else here that will. \mSJ 


SILVERLOAD^" 


Millennium/Nova Spring 
(01223) 844894 
£39.99 Out Now 


33MHz 386, VGA, 4Mb RAM, CD-ROM 
drive and mouse. 

All major soundcards (need Sound 
Blaster for speech). 


Interestingly quirky storyline which 
features strong characters. 

The quality of acting is better than in 
most games of this type. 


Too much talk, too little action. 
Interface is a bit clumsy. 

Not really tough enough for the 
experienced adventurers out there. 






CflN VQU T£LL fIC ACQUI THE TOUN? 
UNflT ABOUT THE PREDCHER? 


rtl LIKE TO HAVE A SHAUE RHb HASH. 
UHAT ILL CEEDS NAUE COHE DEE MERE 


Conversations are unsophisticated. Select each of the four topics, listen to the replies and... that’s it. 


It’s hard to get excited by a new 
adventure that doesn’t look or sound 
particularly special, even when it’s on 
CD-ROM. It’s even harder to praise one 
that contains fairly simple puzzles and 
has a cumbersome interface. But 
despite suffering from all these draw¬ 
backs (and a couple more). Silverload 
still has something to offer. 


For a start, the 
plot is unusual. It’s set in the Wild West 
in 1879, and begins when two anthro¬ 
pologists visit the town of Silverload to 
catalogue and dispose of some arte¬ 
facts. And guess what? The town has 
been under a curse for the last four 


decades, the artefacts turn out to be 
skeletons riddled with bullet holes, and 
the local populace consists of a band of 
blood-drinking boneheads 
led by a lunatic preacher. 
One of the anthropologists 
gets curious, has night¬ 
mares, hears voices, gets 
bitten and goes mad, 
thoughtfully hiding his jour¬ 
nal before he starts foam¬ 
ing at the mouth. What hap¬ 
pened to the other anthro¬ 
pologist is a mystery... 

This is where you come 
in, ready to tickle Good’s fancy and kick 
Evil’s butt. You discover a couple of pio¬ 
neer wagons on the outskirts of town 
and learn about your first mission. One 
of the settlers’ sons has been stolen by 
the townsfolk and you’ve been asked to 
get him back. You head for Silverload 
with a gun, some cash and a map. 


The interface isn’t great, but it does let you cram 
objects into your inventory, find yourself on a map 
and examine items in detail. 


A typical scene: gruesome graphics, a vital object 
and a puzzle. Rip up the floorboards to find out 
what lies below. 


There are many ways to die, all of them accompa¬ 
nied by a graphic cut-scene like this. You did save 
the game, didn’t you? 


If the Story so far doesn’t interest 
you, stop here. There are plenty of other 
adventure games available with better 
graphics, clearer sound and more chal¬ 
lenging puzzles. The interface is a bit 
outdated, too. Instead of (for example) 
the single-screen convenience offered 
by Sierra’s King’s Quest VII, you get a 
main display, an inventory, a map, and 
a screen where you can examine 
objects in greater detail. 

Icons on the main display are auto¬ 
matically selected: roll the cursor 
around a location and it might change 
to an eye (examine), a hand (take), or a 
boot (walk). Objects also act as cursors, 
which means that if you’re holding a 
cleaver and you click on a pig, the pig’s 
head will roll. 

It’s all fairly predictable stuff until 
you get to the rootin’-tootin’ action 
itself; Silverload has a quirky, highly- 
gruesome streak which is strangely 
appealing. For example, the list of 
objects you can carry includes a crow¬ 
bar, a sledgehammer, a shovel, a hook, 
a hammer, a cleaver and a big stick. 

The range of characters is equally 
odd, encompassing a sinister priest, an 
annoyingly chirpy English barman, an 
undertaker with a passion for taking 
photographs, a barber who can barely 
prevent himself cutting your throat and 
a vicious gang of thugs. Add to this a 
dozen macabre ways to die and some 
pretty crazy cut-scenes, and you’re 
almost beginning to enjoy yourself. 

Unfortunately, the rest of the game 
can’t match the off-the-wall appeal of 
the plot. The graphics are only average 
with very little animation where it’s 
needed, particularly in conversations; 
the acting is pretty good but the sound 
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et’s start this review 
with an analogy; 
computer games are 
like dogs. It’s true. On the one hand 
you have flea-bitten mongrels like 
Chaos Control, found rummaging 
through the trash cans of some dark 
alley, begging for attention. Then on 
the other hand there is the likes of 
Magic Carpet, a thorough-bred pedi¬ 
gree if ever there was one, attracting 
all the attention. 

And with parentage like the afore¬ 
mentioned rug-’em-up as well as 
Syndicate and Populous, it comes as no 
surprise that Bullfrog’s latest, Hi- 
Octane, looks set to steal the limelight 
off less-worthy contenders and could 
well end up as the Cruft’s Supreme 
Champion 1995. 

But while Hi-Octane is most defi- 
nately a pedigree, what sort of dog is it? 
Well, it could one of two. Play the game 
as an outright racer and it’s undeniably 
a greyhound: fast, sleek and well- 
groomed. However, choose to wipe the 
other cars out rather than race against 
them and Hi-Octane is arguably a Pit 
Bull Terrier: powerful, formidable and 
extremely vicious! Whatever compari¬ 



son you choose to make, there’s no 
denying one thing — Hi-Octane really is 
the mutt’s nuts! 

But enough of the canine compar¬ 
isons, this is a racing game and a damn 
good one at that. Why? Because it just 
is, okay? It’s got that something that 
grips you as soon as you start playing 
and never lets go until you’ve managed 
to fight your way to the front of the pack 
and win the championship. 

It’s simple yet addictive, fast yet 
playable. Hell, if you don’t believe me 
check out the playable demo on the 
CoverCD of this very issue. However, 
when playing bear in mind that the 
superb demo is just a tiny section of the 
game, and the full version is at least 
twice as good. Let me explain. 

Hi-Octane is Bullfrog’s secret pro¬ 
ject, and until the computer show last 
May no-one had even heard of it. Now, 
just a couple of month’s later, what 
could easily be described as the PC’s 
most frantic racer has finally rolled out 
of the pits and is ready to fight it out 
with the countless other racing games 
already cruising the retail circuit. 

What’s more, Hi-Octane will proba¬ 
bly beat the lot of ’em to the finishing 
post too. Slipstream 5000 and NASCAR 
Racing included. The reason for this is 
because Bullfrog’s baby is more than 



Pick A Car, Any Car. 


KD-i Speeder 

The Speeder is by far the best all-round car, comprising adequate 
firepower with thick armour and high top-speed. 


Outrider 

An excellent beginner’s choice, the Outrider is extremely fast and 
packs a fairly hefty punch, but is poorly armoured as a result. 


Beserker 

The Beserker is the heaviest vehicle of all and is therefore slow, 
but makes up for this downfall with a huge array of weaponry. 









































...Slipstream 5000. Gremlin’s futuristic 
racing game is about the closest thing 
you’ll get to Hi-Octane on the PC, and 
while it isn’t quite as furious as 
Bullfrog’s latest masterpiece, it’s never¬ 
theless a damn fine racing game in its 
own right. It does have a couple of 
advantages over Hi-Octane too, namely 
it features more courses and is slightly 
more challenging in the one-player 
game. If you want a decent racing 
game, you really are spoilt for choice. 



just a simple racing game, it’s a fully- 
fledged shoot-’em-up to boot. 

Set in a grim. Mad Max-style 
futurescape, cyberpunk joyriders have 
taken over the highways and byways of 
this post-apocalyptic world, illegally 
racing against other and causing mass 
destruction just for the hell of it. 
Sounds like a great laugh and it is, 
because when have you ever had the 
chance to nuke that annoying git in 
front who’s always slamming on the 
anchors even at the slightest bend? 
Never — so now’s your chance. 

Based loosely on a hybrid of the 
Magic Carpet game engine, Hi-Octane 
boasts options for both one-off races 
and a full-blown championship, as well 
as including the now-familiar multi¬ 
player network facility. Selecting a one- 
off race is initially advisable, allowing 
you to familiarise yourself with both the 
tracks and the assortment of cars 
before entering the tournament itself. 

There are six courses in all, each 
varying in both circuit layout, obstacles 
featured and terrain type. The first is a 
relatively simple oval course set in the 
middle of a sandy desert with rocky 
mountains lining the perimeter of the 
track. As the game progresses the 
courses obviously become more com¬ 
plex, and jumps, cross-overs and hair- 



Makin’ Tracks 


2. TRnNS-nsin interstate 
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Trans-Asia Interstate 

This wasteland circuit is plagued by an extremely tight hairpin bend. Take 
the corner slowly, using the turbos to quickly regain speed as you ease 


Amazon Delta Turnpike 

The first and therefore the easiest course, the Amazon Turnpike is essen 


tially a simple oval circuit. The long straights are perfect for kicking in 
the turbos, and use the short cut to get ahead of the field. 


out onto the straight. 


Shanghai Dragon 

Try to remain on the tarmac course at all times, as straying onto the 
snowy plains to either side could send you reeling out of control. Also 
watch out for the jumps, avoiding fire from underneath as you fly past. 
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New Chernobyl Central 

You’ll find it difficult to get ahead of the pack in this figure-of-eight cir¬ 
cuit, unless of course you charge the turbos to full and rocket down the 
canyon on the first straight. Watch out for the tight bends, though. 



Thrak City 

All of these tight corners look daunting at first, but once you've famil¬ 
iarised yourself with the layout of the track it becomes aimost too easy. 
Use the moving walis by the hairpin bend to get ahead. 


Slam Canyon 

Things start to get tricky now, and some of the corners on this course 
could well cause you problems. Again, use the turbos to get ahead of the 
pack then drive safely for the remainder of the race. 


&. THRAK CITY 



Vampyr 

Don’t be fooled by its sleek design — the Vampyr doesn’t excel in 
any field and is therefore pretty naff, really! 


Flexiwing 

By far the fastest vehicle of them all, the Flexiwing sacrifices 
thick steel armour and high-powered weaponry for all-out speed. 


The Sugga is a truck, so expect it to be slow but heavily armed 
and armoured (although not quite as resilient as the Beserker). 


































(Above) Before firing off a missile, wait until you’ve 
acquired a positive lock then let rip! 

(Below) Aha, another short cut! Hi-Octane is filled 
with secret routes, you’ve just got to look for them. 
(Bottom) Occasionally the pit lane is incorporated 
into the course itself, allowing you to refuel with¬ 
out actually leaving the race. 


pin bends are all introduced to test the 
skill of the drivers. There are also short¬ 
cuts to find and moving wall sections to 
negotiate, all the while being blasted 
from behind by some smart-arse git 
with a minigun mounted on the bonnet 
of his Volvo. 

The cars on offer in Hi-Octane are 
very different from your everyday road 
vehicle like a Fiesta or a Metro, or 
indeed a Ferrari or Porsche for that mat¬ 
ter. Futuristic in design, wheels are now 
a thing of the past because these 
beasts skim along the circuit, hugging 
every bump and corner thanks to pow¬ 
erful hov-units. 

There are six cars to choose 
between in all, each rated on their top 
speed, armour thickness and firepower. 
The car you choose ultimately depends 
on your driving style, because if you’re 
one for hanging back and blasting the 
crap out of the enemy, you don’t really 
want a light scout craft with very little in 
the way of weaponry. Instead, opt for 
the massive Sugga truck, a massive 
beast armed to the teeth with missiles 
and machine guns. 

If you simply want to get ahead and 
maintain your lead you’ll need a car 
with an excellent top speed and solid 
armour all round, the Outrider pod-car 
being a prime example. The remaining 
skimmers are essentially good all- 
rounders, with little to differentiate 
between the four of them apart from 
their actual physical appearance. 

Climbing in the driver’s seat, the car 
can be controlled either using a joystick 
or the keyboard. Surprisingly the latter 
is by far the easiest to use, with the cur¬ 
sor keys used to steer the car, acceler¬ 
ate and brake. In proper Grand Prix 
fashion, each race begins when the 
starting light flicks from red to amber to 
green, then they’re off and it’s basically 
everyone for themselves! 

No matter what difficulty level the 
computer opponents are set at they 
never, ever take prisoners and immedi¬ 
ately open fire. Providing you’ve chosen 
your car wisely, the armour should 
withstand a fair bit of punishment, 
allowing you to open up the engine and 
speed off in front. 


Driving the car is simple, and thank¬ 
fully the gameplay is biased towards 
action rather than realism. Therefore 
you don’t really need to use the brake 
— unless, of course, you want to turn 
on the spot and empty your chain guns 
at the oncoming competitors. Having 
familiarised yourself with the controls 
(which takes just a couple of races at 
the very most), each car handles intu¬ 
itively so you don’t have to worry about 
over-steering or skidding out at every 
corner. Instead just kick in the turbos, 
aim the gun sights and race for the fin¬ 
ishing line! 

While learning the basics of Hi- 
Octane will take no more than a few 
minutes, actually mastering the various 
racing techniques takes a bit more time 
and effort. Even on the simplest courses 
slick driving skills won’t win you races, 
so using your car’s arsenal is vital. 

No matter which car you’re driving it 
will be armed with two weapons. The 
first is a rapid-firing minigun that is only 
effective at close range, while the guid¬ 
ed missile is both highly destructive 
and extremely handy even at longer 
ranges. There is a downside to the mis¬ 
sile though; to ensure a direct hit you 
must acquire a positive weapon lock, 
which means keeping the enemy in your 
sights for two or three seconds. 

Unfortunately ammunition comes in 
strictly limited supplies, so keeping 
your finger firmly on the trigger won’t 
win you races either. However, ammo 
top-ups can be found scattered across 
the track, along with a variety of other 
bonuses and power-ups. All supply 
bonuses appear in three sizes, either 
replacing a little, all or double the fuel, 
shield energy or ammunition supplies 
you’re lacking. There’re also weapon 
power-ups available, boosting your rel¬ 
atively pathetic pea-shooters into 
Death-Dealing Instruments Of 
Unthinkable Pain™. 

Turbo booster upgrades can also be 
collected, and allow your car to momen¬ 
tarily double or even triple its top 
speed, depending on how long the 
booster was charged for. The turbo 
proves even more useful than the 
weaponry, allowing you to scream 







The Highway Code 



Minigun Power-Up 


If the bog-standard chain gun just ain’t powerful 
enough, grab this icon for instant relief! 



Booster Upgrade 


Ride like the wind when you collect this speed- 
freak bonus. 



Shield Top-Up 

Slap on a Band-Aid and repair any damage with 
the ever-useful shield top-up. 



Ammunition Clip 


Weapons are no good without ammunition, so 
keep an eye out for this bonus at all times. 
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Hi-Octane features four Virtua Racing-style camera views. Feast your eyes on this lot... 


Cockpit View 


ChaseCam i 


ahead of the opposition or enabling you 
to catch up with the pack should you 
skid out and crash. 

In addition to the on-track bonuses, 
you can also restore ammo, fuel and 
shield power by skidding into the pit 
lane. Splitting off the from the track, the 
pit lanes top up supplies on-the-fly so 
there’s no need to grind to a halt and 
wait for some half-wit mechanic to 
unscrew your petrol cap. Instead you 
just drive straight through, although 
the longer you spend in the pit lane, the 
more fuel you receive. 

No matter how carefully you drive 
though, the likelihood of running out of 
gas while racing around the circuit is 
fairly high, so thankfully the tracks are 
patrolled by massive marshal ships that 
give you just enough fuel to reach the 
pits. They’re also on hand should your 
car sustain too much damage and 
explode. Within seconds the marshal 
ship is on the scene, scraping up the 
pieces of your beloved racer and spot¬ 
welding them back together, before 
allowing you rejoin the bloody battle for 
first place. 

Hi-Octane is one of the most visual¬ 
ly spectacular racing games ever to hit 
the PC, its slick texture-mapped graph¬ 
ics moving smoothly and swiftly — 
albeit on a high-spec machine. Even 
Slipstream, which is an incredibly fast 
game, looks comparatively slow, and 
indeed doesn’t look as realistic or 
impressive as Bullfrog’s scorcher. 

It’s incredibly polished too, and no 
detail has been over-looked. Take the 
track design for example. Initially the 
circuits look fairly simple, but it’s only 
after a few hours of play that you dis¬ 
cover the short-cuts and hidden pas¬ 
sages that allow you to gain precious 
seconds over your opponent. 

Therefore you’re pretty much free to 
drive where you want to, and aren’t lim¬ 
ited to simply skimming along the tar¬ 
mac course. In fact, wandering from the 
path is advisable, even if it is only to 
avoiding the hail of bullets fired from 
the cars behind! 

And then there’s the sound. 
Although it’s often overlooked, sound 
can often ruin a game unless it man¬ 
ages to create an atmosphere. Again 
this is an area where Bullfrog has con¬ 
centrated heavily, with every spot 
sound effect and musical score comple¬ 
menting the frantic gameplay perfectly. 

There’s more too. Another feature 
that makes Hi-Octane more impressive 
than most other driving games is the 
fact that you can race from any of four 
Virtua Racing-style camera angles. 
While most gamers will prefer to drive 
in the comfort of their own cockpit, 
three external views can be activated at 
the press of a button, allowing you to sit 
slightly above and behind the car or 
even way up in the sky, looking down 
on the action! 

Hi-Octane’s not completely perfect 
though. As there are only a meagre six 
courses, it doesn’t take long to famil¬ 


iarise yourself with each of them and 
therefore it won’t take long to win the 
championship. Admitted the difficulty 
settings and multi-player game (which, 
incidentally, is excellent) help rectify 
the problem somewhat, but it’s minor 
gripe nonetheless. 

Like NASCAR racing, Hi-Octane also 
includes an SVGA option which looks 
breathtakingly spectacular but — and 
this is a fairly big but — it doesn’t run 
too smoothly even on a 90MHz 
Pentium. To play Hi-Octane in its full hi¬ 
res glory you’re going to need at least a 
Pioo, and how many of you can claim to 
have one of those beasts? 

All the same, even in standard VGA 
mode Hi-Octane still looks awesome, 
but again at the price of high-end pro¬ 
cessing power. Even with all the tex¬ 
ture-mapping switched ©ff and the 
detail levels reduced to minimum, Hi- 
Octane chugs on a 33MHz 486, and to 
be quite honest the game only really 
shines on anything over a DX2/66. 

If you’re lucky enough to have one 
of these machine then great, otherwise 
I reckon you’re best off looking for your 
thrills elsewhere — sorry, you may as 
well as turn the page. If you’re still 
reading then congratulations, you’ve 
got a fast enough machine to run the 
finest racing game on the PC game to 
date — all you need now is the 
cash to buy the game... 
















































Only one CD Update? It seems the CD revolution is finally upon us, and if you haven’t already 
upgraded from floppy, now is definitely the time to begin. 


Robinson’s Requiem^° 


C onsidering the original Robinson’s 
Requiem was released on floppy a 
year ago, little has been done to spruce 
up this supposedly enhanced CD-based 
version of the game. Apart from the odd 
FMV snippet, digitised speech and a 
lengthy intro sequence, what other real 
bonuses does this version have the 
original? Well, none really. 

Just to recap, you’re a space agent 
called Robinson who has been forced 
to crash land on a vast. Voxel Spaced 
planet plagued with werewolves, tigers 
and such like. Obviously survival is the 
aim of the game, with the player having 
to fight off the blood-thirsty beasts that 
patrol the land as well as chills brought 
on by the harsh weather. 

Wazzat? Chills? Yup, you heard 
right. You see, the game’s most unique 


features is its realism — if you don’t 
take good care of Robinson he’ll kick 
the bucket. Forget to boil the water 
before drinking and you could get food 
poisoning, while sleeping in damp 
caves will inevitably give Robinson a 
sniffle. If these illnesses aren’t treated, 
he’ll die — it’s as simple as that. 

In fact, this ‘unique feature’ is also 
one of the game’s biggest problems. 
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because it’s too easy to die. All too 
often you’ll pop your socks and the first 
you’ll know about it is when the ‘Game 
Over’ screen fades into view. Another 
let down are the in-game graphics; 
from a distance the terrain looks good, 
but up close the trees, grass and rocks 
blend into a pixellated mush of colours. 

This makes exploring the surround¬ 
ing area incredibly annoying, as it’s 
bloody impossible to differentiate 
between the path and the impassable 
terrain. What’s worse, Robinson can’t 
climb hills or even slopes, so he’s pret¬ 
ty much limited to trudging across the 
grass plains. 

In terms of the control system the 
CD game is identical to the floppy 
game, in that the panel of icons lining 
the right of the screen allows Robinson 
to walk and talk, as well as heal his 
wounds and perforrri various other 
actions. Unlike the floppy game, when 
speaking to another character in the CD 
version you’re treated to a digitised 
portrait of the person. Actually, I say 
treated in the loosest sense, as it’s not 
much of a treat considering the charac¬ 
ters are grainy and badly lip-synched. 



As I mentioned earlier, there is also 
a lengthy intro which runs for some five 
minutes. While games like Wing 
Commander 3 had cutscenes that 
injected atmosphere into the plot, the 
opening scene in Robinson’s Requiem 
is drawn-out and ultimately dull — 
much like the rest of the game, really. 
Gaming standards have progressed in 
leaps and bounds in the past 12 
months, and as a result this shoddy CD 
‘enhancement’ is barely worth 
the plastic it appears on. 


(S. 



Overall 52% 























































































Each month we cover the very latest in PC gaming, but what about the old classics re-released at a bargain 
price? In this issue’s budget reviews we have six cut-price cuties to sink your teeth into. 
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Flashback 

Delphine originally caused something 
of a stir with this release and its 
predecessor, Another World. Both 
were highly praised for their fluid 
animation, challenging puzzles and 
great gameplay. But while the graph¬ 
ics aren’t especially impressive now, 
especially when compared to games 
like BioForge and Alone In The Dark, 
the rest still holds true. 

Flashback is a huge, sprawling, plat- 


form-based arcade adventure which 
takes place over six main levels. It’s 
2142 AD, and Conrad Hart has invented 
a machine which reveals that many top- 
ranking humans are, in fact, aliens in 
disguise. Naturally, these aliens try to 
kill him, but he escapes, crashes, loses 
his memory and wakes up in the jungle. 

This fairly unoriginal intro masks a 
strong game. There’s an interesting 
ensuing story which binds the action 
together, and the levels are packed with 
sophisticated problems to solve, con¬ 
versations, animated cut-scenes and 


plenty of running, jumping and fighting 
to boot. There are over 200 screens in 
all, and you can play them at any one of 
three difficulty levels. 

While the Rotoscoped animation of 
the main character can’t compete with a 
game like Prisoner Of Ice, it’s still good. 
The secret is the attention to detail: 
Conrad runs, walks, jumps, climbs, 
hangs, crouches, rolls forward, fires a 
gun and manipulates a variety of useful 
gadgets with great smoothness. Throw 
him against a wall and he bounces, 
falls, stumbles and dusts himself down. 

Even without its decent cosmetic 
effects. Flashback would keep you 
interested. There are hordes of enemies 
and traps ready to destroy you, loads of 
sub-games, puzzles and objects to 
stump you, and lots of acrobatic leaping 
about to test your arcade skills. The 
keyboard is fine for most of this, but in 
all honesty I much preferred a two- 
button joystick. 

If you haven’t yet encountered 
arcade games Delphine-style, there’s 
no better place to start than this. 



MegaTraveller li: The Quest For The Ancients 


CD 


The original MegaTraveller was a 
too-faithful conversion of the popular 
role-playing boardgame, a mistake 
which this sequel doesn’t repeat. It’s 
still annoyingly primitive, but the 
graphics, menu system and pre¬ 
game presentation at least make 
some use of the PC’s capabilities. 

A cute but unsophisticated intro¬ 
ductory animation sets the scene. 


Three hundred millennia ago the 
Ancients ruled the galaxy, destroyed 
themselves in a cataclysmic war and 
left behind artifacts of wondrous bril¬ 
liance. One of these artifacts has now 
gone haywire and is threatening to 
destroy an entire world. By examining 
ancient ruins in sectors throughout the 
galaxy, you can find clues to help 
thwart the catastrophe. 



iDurne 
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This is only the beginning of a huge 
game which features over 100 planets 
(many with more than one major city) 
and a wide range of character races and 
classes. You can get involved in explo¬ 
ration, combat, space travel, piracy and 
smuggling, chop and change your origi¬ 
nal party of five characters, and visit 
loads of different locations in each city 
across the system. 

It sounds good, but it isn’t. The main 
problem is the trade off between size 
and variety: there are loads of settle¬ 
ments to visit but one is very much like 
another, the tasks in each are insuffi¬ 
ciently varied, and the graphics and 
sound are nothing special wherever you 
travel. The interface is crude, too. Most 
actions are executed using a functional 
system of menus which drastically 
slows the pace of the game and as a 
result weakens the atmosphere. 

MegaTraveller II isn’t really that bad 
game if you’re prepared to put up with 
its all-too stark presentation. The role- 
playing system is strong and very 
detailed, and there’s a huge task to 
tackle. If that’s about all you’re inter¬ 
ested in, forget the graphics, forget the 
mark awarded, and buy it now. 
Personally, I expect a lot more from an 
role-playing game. 



Action 16/Cyberpreams 

(01276) 684959 
£ 14.99 Out No w 

MINIMUM SPEC 


20MHz 386, VGA, 4Mb RAM, CD-ROM 
drive and mouse. 


ALSO SUPPORTS 


Joystick; all major soundcards. 


Overall 58% 








































































CyberRace™ 

I wasn’t bowled over by CyberRace 
when it was first released eighteen 
months ago, so it’s no surprise that 
I’m equally unenamoured now. It’s a 
futuristic race-and-blast game with 
knobs on — but it has a boring plot, a 
stupidly-named hero and it relies a tad 
too much on its graphics to impress. 

The story details a future war which 
has caused such devastation that the 
two sides have agreed to settle their 
differences on the cyber track. The 
hero’s name is Clay Shaw, and because 
of a complex series of circumstances 
involving the death of his father, a tor¬ 
ture chamber and his girlfriend, he 





needs to win the races at all cost. 

When it comes to the action things 
get much better. The graphics are 
impressive, with ray-traced vehicles 
and terrain generated by the Voxel 
Spacing technique. This sounds gim¬ 
micky, but it produces some stunningly 
realistic 3D sequences. The close-ups 
are quite blocky, it’s true, but you bare¬ 
ly notice them when you’re zipping 
along at high speeds. Naturally, despite 
the minimum spec claims, you’ll need a 
486DX to truly appreciate all this. 

The races take place over four differ¬ 
ent landscapes with two tracks each, 
and the winner is the first person to 


complete ten laps. You get credits 
according to the amount of ground you 
cover, and spend your winnings on 
hardware such as missiles, mines, 
lasers, armour, fuel boosters and spe¬ 
cial items. Every so often there’s a free- 
for-all which basically involves zooming 
around and shooting just about any¬ 
thing that moves. 

There’s more to this game than rac¬ 
ing, but not much. The absence of long¬ 
term interest isn’t a terrible problem for 
a budget game, though — and if you’re 
looking for something that’s fast, fun 
and easy get into, CyberRace just about 
fits the bill. 



Overall 6p% 



PowerPlus/MicroProse 
(01276) 684 959 
£ 14.99 Out No w 

MINIMUM SPEC 


20MHz 386, VGA, 2Mb RAM and CD- 
ROM drive and mouse. 


ALSO SUPPORTS 


All major soundcards. 


Overall 68% 


Dragonsphere*^” 

Following on from the reasonable 
success of Rex Nebular, Dragonsphere 
was the second of MicroProse’s 
sporadic foray into graphic adven¬ 
tures. Its fantasy scenario asks you to 
find three stones of power which will 
prevent an evil sorcerer from rising 
and terrorizing the mystical kingdom 
of Callahach. 

Callahach is a diverse land of people 
and places. Three of its regions harbour 
desert nomads, shapeshifters and 
fairies, all of whom are vaguely allied to 
your cause but won’t really offer much 
help unless you satisfy their demands. 
The fourth region is the dark domain of 
the cruel mage Sanwe, and as such is 
your ultimate goal. 

The action develops in a traditional 
way: from the start you talk to people 
and they give you information or 
objects, you complete puzzles and get 


rewards. However, there are some 
features which make this old-style 
adventure worth a look. 

Chief among them is the interface, 
which combines ten basic verbs with 
object-related commands and screen 
‘hot spots’. The result is a satisfyingly 
complex system which is also very easy 
to use. There are plenty of other fea¬ 
tures which grab your attention, too. 
Two difficulty levels challenge novices 
and experienced players alike, there’s 
constant variety in encounters, mis¬ 
sions, puzzles, plot, graphics and 
sound, and there are a sizable number 
of both magic and ordinary items to 
fiddle around with. 


Problems include an uneasy sense 
of humour — the game never quite 
seems certain whether it should be seri¬ 
ous or funny — and some poor digitised 
speech, music and sound effects. The 
action can be sluggish too, particularly 
when there are animated cut-scenes 
(which, somewhat ridiculously, you 
can’t skip), or when your hero is moving 
slowly through a screen because of the 
detail in the animation. 

Dragonsphere is nowhere near the 
best graphic adventure ever, but it’s 
certainly polished and playable enough 
to warrant your attention. All in all, 
a pretty reasonable game for a very 
reasonable price. 
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Michael Jordan In Flight 


Who is Michael Jordan? Only kidding. 
Anyone who hasn’t heard about the 
richest sportsman on Earth and one¬ 
time minor league baseball player 
must have been living in a hole for the 
last decade. It’s probably the same 
hole that this game emerged from. 

This is the second basketball sim to 
bear the slam-dunking superstar’s 


name. The first one, Jordan vs Bird, is so 
old that you’d be unlucky to find it. This 
unofficial sequel was released only a 
couple of years ago to reasonably pop¬ 
ular acclaim. 

1 can’t quite see why. For a start, you 
don’t get the full, frantic version of bas¬ 
ketball, but a 3-on-3 substitute played 
in only half the court. The action seri- 
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Subwar 2050*^° 

Before the release of Subwar 2050 , the 
trouble with most submarine simula¬ 
tions was that they concentrated on 
the tactical and technical aspects of 
underwater combat at the expense of 
arcade action. This produced some 
pretty tedious strategy games that few 
people other than die-hard sim fans 
really enjoyed. 

Subwar changed all that with 
colourful texture-mapped seascapes, 
undersea creatures roaming the deeps 
and a wide array of buildings and craft. 
It’s set halfway through the next centu¬ 
ry, when advancements in marine tech¬ 
nology have allowed the oceans to be 
farmed and mined successfully. 
Competing corporations have hired you 
to protect their riches. 


Apart from the graphics and plot, 
this is a fairly traditional simulation. 
Before the action there’s a mission 
briefing screen (including a natty 3D 
map), and sections devoted to pilot 
selection, sub configuration and com¬ 
bat training. None of these are anything 
to shout about, even for people who 
like to shout regularly. 

There are four main theatres of war: 
the North Atlantic, the South China Sea, 
the Sea Of japan and the Antarctic. 


ously lacks atmosphere because 
there’s no stadium and no crowd noise, 
and there’s very little variety both in the 
range of options and the style of game. 
The absence of a two-player mode is 
particularly annoying. 

The matches take place on a rotat¬ 
ing 3D court populated by blocky 
sprites. There are two basic ways to 
play: either as Michael Jordan alone or 
as the player nearest to the ball. The 
first is ultimately more satisfying 



The playerr mariTied up ^nd ready to go, 
so let's go doiun *0 the court for the start 
of Vvilmington versus Marietta! 



because it gives you a better tactical 
awareness, but the second provides 
more immediate fun. 

There are only a few positive 
aspects. The games are fast and the 
movements realistic — Jordan’s moves 
were digitized from videos of the man 
himself. The TV-style presentation is 
entertaining too, and there’s a camera 
facility which lets you analyse your 
game and repeat plays. Finally, Jordan 
makes some mildly interesting interrup¬ 
tions during play to offer advice. 

However, none of this is quite grip¬ 
ping enough to make a great sports 
sim. If you’re looking for a basketball 
game, this is a cheap option but not 
neccessarily the best. 



Overall 56% 





MicroProse has done well to create gen¬ 
uine differences between each of these, 
both visually and in terms of plot. The 
action itself is engrossing, with beauti¬ 
fully responsive controls, a variety of 
views, constant surprises and plenty to 
do. The graphics and sound are impres¬ 
sive even by today’s standards, with 
excellent use of light and shade and 
brilliantly understated effects. 

Subwar isn’t consistently stunning 
and you have to put in a lot of work 
before you get decent rewards, but it’s 
a very welcome alternative to flight and 
tank sims. 


PowerPlus/MicroProsi 


33MHz 486, VGA. 2Mb RAM. CD-ROM 
drive and mouse. 


ALSO SUPPORTS 


Joystick; all major soundcards. 


Overall 84% 





















































Youps... for less than a Fivei^ 


Come on in and make yourself comfortable as we sample yet more Shareware delights and 
low-price gems for the penniless PC gamer. 


fuzzy^s World Of Miniature Space Golf 

Pixel Painters 


if any of you out there remember 
Electronic Arts’ Zany Golf, you’ll know 
exactly what to expect from Fuzzy’s 
World Of Miniature Golf, it’s a simple 
pitch-’n’-putt golf game, but rather 
than whacking the ball into windmills 
and along drainpipe tunnels, 
FWOMSG courses are littered with 
rockets, conveyor belts and even, erm, 
space-age worms. 

Although not featuring all the holes 
of the full U15 game, this Shareware 
slice has more than enough courses to 
keep casual clubbers happy for hours. 
Initially the holes are incredibly simple 


single-screen greens with a couple of 
slopes to spice things up a little. But by 
the time you reach the fifth hole things 
start to get trickier, the courses stretch¬ 
ing across three or four screens while 
all manner of obstacles block the run 
up to the hole itself. 

Unlike a lot of other Shareware 
releases Fuzzy’s Golf is excellent in 
terms of presentation, the graphics 
being both bold and well defined. The 
sound is okay too, although don’t 
expect to hear more than a bouncy tune 
accompanied by a couple of suitable 
plink-plunk sound effects as the ball is 
sunk in the hole. 

However, it’s the game’s simple but 
infuriatingly addictive gameplay that 
makes it such an outstanding 
Shareware title. In both one- and two- 
player modes it’s great fun, and will 
keep you amused for hours as you try 
and beat that exceptional tricky six- 
hole course. 

• Contact: PD Selections (01474) 325802. 


Overall 8 G % 






Framed 

Machination 


Waking up in a prison 
cell with no knowledge 
of your past life, your 
first objective as the 
hero of Framed is 
simply to escape — but 
how? In this platform 
game cum arcade 
adventure you can actu¬ 
ally manipulate objects 
to some extent, so by 
grabbing the wire and 
sticking it in a nearby 
open plug socket you 
can short-circuit the 
ever-vigilant security camera. Then, 
having found the metal rod on the 
floor, you can pick the door lock and 
make good your escape. 

Well, you could make good your 
escape if it wasn’t for the countless 
sprawling levels and hordes of guards 
patrolling the complex. Framed is a big 
game, so don’t expect to dig your way 
under the perimeter walls within a 
matter of minutes. 


But as big as Framed is, I have to 
admit that it’s not much fun to play. 
Graphically it’s exceedingly basic, the 
background visuals being sparse while 
the character animation is laughable. 
The gameplay, although unoriginal, is 
generally okay, but it still fails to save 
this decidedly average platform romp 
from failure. 

• Contact: Machination (0121) 458 7306. 


Teenagent 

Metropolis Software 

Teenagent is a rather good graphic 
adventure in similar style to early 
LucasArts’ adventures, like The Secret 
Of Monkey Island and Indiana Jones 
And The Last Crusade. Assuming the 
role of adolescent super-spy Mark 
Hopper (a sort of ‘006.5’), the objec¬ 
tive of this not-untasty Shareware 
snippet is to complete the various 
tasks set for you by the commanding 
officer of the base to which you’ve 
been assigned. 


Graphically Teenagent is quite 
good, the character animation being 
respectable and the backdrops looking 
neat if a little home-made. Mind you, a 
great adventure is not made by brilliant 
presentation but essentially by to two 
things: the complexity (and logicality) 
of the puzzles, and the user-interface. 
The interface is easy to use, with no 
unsightly icons cluttering the screen. 
Instead one mouse button controls 
actions while the other allows Hopper 
to move around the game. 

As for the all-important puzzles, this 
is one of the game’s stumbling blocks. 


Initially they’re simple, but as the game 
progresses they quickly become illogi¬ 
cal and difficult. It doesn’t take long 
before you’re left trying all the objects 
together in the vain hope of solving a 
problem, but sometimes this doesn’t 
always work. 

Still, for a Shareware adventure it’s 
not bad at all. Agreed, it’s overshad¬ 
owed by the fruits of LucasArts’ loins — 
but then, for a couple of quid what do 
you expect? 

• Contact: PD Selections (01474) 325802. 




If you’re on the look-out for Shareware, here’s a list of just 
some of the friendly and helpful Shareware libraries that 
you might like to try. Why not ask them to send you a cat¬ 
alogue of their games, or alternatively check this very 
magazine for adverts. 

Transend Services BBS (01274) 622228 
Transend Services Ltd (01274) 620536 
Testware UK Ltd (01423) 886415 
PD Soft (01702) 466933 

Note that Shareware libraries often charge different 
prices for the same games, so always remember to shop 
around to find the best deal. 

Also, remember that you’ll usually pay by the disk, 
not by the individual game. This means that if one disk 


costs, say, £2 then a game like Raptor (which comes on a 
total of three disks) will set you back £6. Postage & 
Packing is normally included and, if it isn’t, go some¬ 
where where it is. 

Rather than scouring the libraries for shareware, if 
you’ve got a modem why not try giving the following BBS 
systems a call. Initial on-line time is free but for more 
access most systems will charge you a small annual sub¬ 
scription fee. 

After Hours BBS (01785) 228214 
On-Line BBS (01839) 661199/88/77 

As ever, the games featured here and a whole lot more 
are available on CompuServe and on the increasingly 
popular Internet. 


If you have a PC and suitable communications software, 
then you can log onto CompuServe immediately. 
CompuServe’s London dial-up node accepts all modem 
speeds up to 14,400bps and can be reached by dialing 
(0171) 490 8881. Simply dial this number and then type 
in the following responses to the system requests 
(shown on the left): 


HOST NAME: 

USER iD: 

PASSWORD: 
AGREEMENT NUMBER: 
SERIAL NUMBER: 


CIS 

177000,5606 

EXPLORE/WORLD 

UKPCGAME 

93006 


If you have any problems, simply call 
CompuServe’s Freephone helpline on (0800) 289458. 





































Sales; 01279 600204 


1ST ENCOUNTERS THEME PARK 
24.99 -E3XS 25.49or 27.49 CD 


DARK FORCES 

34.99 CD 


FULL THROTTLE FIELDS OF GLORY 

31.49 CD 13.99 


- niASff non 

• = New Item 

EV = EVGA (Enhanced VGA 256 
Colours) 

486 s Min machine requirement 
MB = Minimum requirement of RAM 
(18)= We only accepted faxed or 
posted orders. Please sign 
and state “lam over 18" 

XS = Deduct amount shown 
UNLESS STATED MINIMUM SYSTEM 
386 WITH VGA AND 2MB 


PC 3.5” DISK GAMES 

ACES OVER EUROPE .12.99 

BATTLETECH RPG POWER HITS 
BATTLETECH, CRESCENT HAWK'S 


CD ROM GAMES 

ACES OF THE DEEP .27.49 

ALEX DAMPIER PRO HOCK '95 4MB • 22.99 
ALONE IN THE DARK 3 EV/486/4MB 28.49 

ALONE IN THE DARK EV* .17.99 

ARCADE TRIVIA QUIZ* .7.99 

AWARD WINNERS 3 

CIVILISATION, ELITE 2, LEMMINGS 23.99 

BALDIE 4MB* .24.99 

BIOFORGE 486/8MB .31.99 

BRAINDEAD 13 4MB* .26.49 

BRETT HULL HOCKEY ‘95 4MB * 28.99 

BRUTAL 4MB * 24.99 

CHAMPIONSHIP MANAGER 2* ...26.99 
CHAOS CONTROL 486/4MB * ...29.99 

CHAOS ENGINE *.22.99 

CYBERIAEV .16.99 


REVENGE AND MECHWARRIOR 15.99 CYBERJUDAS 4MB * .28.99 

DARK FORCES 486/8MB .34.99 


CANNON FODDER 2 22.49 

CEASER .14.99 

CHAMPIONSHIP MANAGER COLL 

93/94 + UPDATE DISK .14.99 

DISCWORLD 486/4MB .27.49 

DOOM 1 4MB.22.49 

DOOM 2 4MB .29.49 

DOOM COLLECTOR’S DATA DISK 

DOOM 1 D/D VOL1,2,3,4 & EDITOR + 

DOOM 2 EXTRA LEVELS & EDITOR 19.99 

ELITE 2 (FRONTIER) .14.99 

ELITE PLUS .5.99 

FIELDS OF GLORY EV .13.99 

FLIGHT OF THE AMAZON QUEEN 22.49 

FORMULA 1 GRAND PRIX .14.99 FR0_NJIER_-FIRST ENCOUNTERS 4MB 26.99 


DEADLINE 4MB* .28.99 

DISCWORLD .34.99 

DOOM 2 4MB .32.49 

EA SPORTS RUGBY 4MB * .36.99 

EARTH SIEGE .28.99 

ECSTATICA 4MB .17.99 

ELITE 2 (FRONTIER) .14.99 

EMPIRE WORLD SOCCER * .23.99 

F15 STRIKE EAGLE 2 .9.99 

FAIRWAY TO HEAVEN 4MB* ...24.99 
FIFA INTERNATIONAL SOCCER 24.49 

FIGHTER WING 4MB* .22.99 

FLIGHT OF THE AMAZON 4MB •.28.99 

FLIGHT UNLIMITED SV/486/8MB 31.49 
FORTRESS OF DR RADIAKI * ... 12.99 


XS FRONTIER ■ DEDUCT £3 UNTIL JULY 31 

FRONTLINES .24.49 

FULL THROTTLE 486/4MB .31.49 

GABRIEL KNIGHT EV/4MB .20.99 


FRONTIER - FIRST ENCOUNTERS 4MB 24.99 
XS FRONTIER ■ DEDUCT £3 UNTIL JULY 31 

LEMMINGS 2 9.99 

LUCAS ARTS TRIPLE PACK VOL1 EV 
X-WING, B-WING, IMPERIAL PURSUIT 23.99 
LUCAS ARTS TRIPLE PACK VOL2 EV 
INDY - FATE OF ATLANTIS, DAY OF 
THE TENTACLE, SAM & MAX ...29.99 
PLANET FOOTBALL .14.99 

PREMIER MANAGER 3 .21.49 HARVESTER 486/8MB 

SECRET OF MONKEY ISLAND EV 12.49 
SECRET OF MONKEY ISLAND 2 EV 12.99 

SETTLERS .17.49 

SIM CITY 2000 SV/4MB .23.49 

SIM CITY 2000 URBAN RENEWAL KIT 14.99 

SPEEDBALL 1 & 2 .8.99 

SUPER KARTS 486/4MB.23.99 

THEME PARK 4MB .25.49 

TIE FIGHTER 486/4MB .27.49 LEGENDS OF VALOUR EV * .12. 

TIE FIGHTER D/D VOL 1 15.49 

WORLD CUP YEAR 94 GOAL, 

CHAMPIONSHIP MANAGER 94 
STRIKER, SENSIBLE SOCCER 


GREMLIN COMPILATION VOL 1 

ZOOL, LOTUS 3, NIGEL MANSELL'S 10.99 

GREMLIN COMPILATION VOL 2 

ZOOL 2, LOTUS 3, PREMIER MGR 2, 

SPACE CRUSADE * .18.99 

.33.99 

INTERPLAY TENTH ANNIVERSARY 
ANTHOLOGY .16.99 


JAGGED ALLIANCE * 26.49 

KING'S QUEST 7 486/4MB.27.49 

KIXX COLLECTION VOL 1 .28.99 


LEISURE SUIT LARRY COLLECTION 
VERSIONS 1 TO 5 .23.99 


-D/D, 

...15.49 


X-COM (UFO VI .5) 4MB 



LEMMINGS 1&2 .12.99 

LITTLE BIG ADVENTURE 486/4MB29.99 
28.99 LOST EDEN 4MB .23.99 


MAELSTROM 4MB*.10.99 

MAGIC CARPET + D/D 486/4MB * 35.99 

MAGIC CARPET 486/4MB .29.99 

MYST (WINDOWS) 486/4MB .31.49 

NAVY STRIKE 486/4MB * .33.99 

NBA LIVE ‘95 4MB .36.99 

NOCTROPOLIS 486/4MB .33.99 

PINBALL FANTASIES DELUXE ...24.49 

PIZZA TYCOON 2MB .27.49 

PREMIER MANAGER 3 2MB .16.99 

PRIVATEER + D/DS EV/4MB .12.99 

PSYCHO PINBALL * .26.99 

RISE OF THE ROBOTS 4MB .16.99 

RISE OF THE TRIAD 8MB.27.49 

SAGA OF ACES RED BARON + 

D/D, ACES OF THE PACIFIC -r 

D/D, ACES OVER EUROPE .25.99 

SAM & MAX HIT THE ROAD EV/4MB26.49 

SATO CITY 486/8MB * .33.99 

SCOTTISH OPEN GOLF 4MB* ...24.49 
SHAREWARE EXTRAVAGANZA 4MB. 
MASSIVE 4 CD SET FEATURING THE 
BEST OF SHAREWARE. GRAPHICS, 
SOUNDS, UTILITIES AND GAMES * 26.99 

SILENT HUNTER 4MB* .28.99 

SILVERLOAD 486/4MB * 28.99 

SIM CITY 2000 SV/4MB .27.99 

SIM CITY ENHANCED EV .30.99 

SIMON THE SORCERER 2 26.49 

SINK OR SWIM* .8.99 

STAR TREK - TNG 486/4MB .33.99 

STRIKE COMMANDER EV/4MB ...12.99 

STRIKER 95 4MB* .25.99 

SUPER KARTS 486/4MB.25.99 

SUPER S/FIGHTER 2 TURBO 4MB * 24.99 
XS S/FIGHTER- DEDUCT £3 UNTIL JULY 31 

SYNDICATE + D/D EV/4MB .12.99 

SYSTEM SHOCK 4MB .27.49 

TELSTAR PACK VOL4 

SYNDICATE PLUS & UFO EV . .26.49 

TEMPTATION 4MB 

7TH GUEST, INDY CAR + D/D, HAND 

OF FATE, LANDS OF LORE .31.49 

TFXEV/4MB .19.49 

THEME PARK 4MB .27.49 

TINY TROOPS 486/4MB * .26.49 

TRANSPORT TYCOON SV/4MB ...22.99 
UFO - ENEMY UNKNOWN 4MB ...22.99 

ULTIMATE SOCCER MANAGER 21.99 
XS ULTIMATE - DEDUCT £3 UNTIL JULY 31 
US NAVY FIGHTERS 486/4MB .. .31.49 
WINGCMDR3(15)SV/486/8MB 35.49 

WOLFSBANE 4MB* .16.49 

WORMS .24.99 

X-COM (UFO VI.5) 4MB .28.99 

X-WING COLLECTION 
X-WING, B-WING, IMPERIAL 
PURSUIT + 6 NEW LEVELS EV ...29.49 
ZORRO 4MB* .22.99 


MICROSOFT 
WINDOWS ‘95 
UPGRADE 
DUE AUGUST 


SETTLERS MS WINDOWS 95 

17.49 74.99 

MS WINDOWS 95 

COMPLETELY REWRITTEN OPERATING 
SYSTEM WITH FULL MULTI-TASKING 
AND PLUG AND PLAY FOR EASY 
DRIVERLESS CONNECTION OF 
PERIPHERALS. VERY FAST AND EASY 
TO USE (DUE AUG, REQUIRES 4MB) 

MS WINDOWS 95 COMPLETE * . ..139.99 

MS WINDOWS 95 UPGRADE 
UPGRADES ANY EXISTING 
VERSION OF WINDOWS. * . 74.99 


SOUND CARDS 


CREATIVE LABS 
QUAD MULTIMEDIA 
UPGRADE KIT 
349.99 

INCLUDES CREATIVE LABS 
QUAD SPEED IDE CD ROM 
DRIVE, GENUINE SOUND 
BLASTER 16 PRO ASP IDE STEREO SOUND CARD, 
CREATIVE ACTIVE STEREO SPEAKERS, MICROPHONE, 
SPEECH RECOGNITION AND ALL THIS SOFTWARE 



CREATIVE LABS 563 DUAL SPEED CD ROM ...114.99 

CONNECTS DIRECTLY TO MOST SOUND BLASTER SOUND 
CARDS WITH BUILT-IN PANASONIC INTERFACE OR VIA 
CARD (AVAILABLE SEPARATELY) 

INTERFACE CARD FOR CREATIVE CD ROM DRIVE ...14.99 

NEC QUAD SPEED CD ROM .145.99 

CONNECTS DIRECTLY IN TO IDE HARD DRIVE.CONTROLLER 
CARD OR TO EIDE CARD AVAILABLE SEPERATELY 


SOUND FX CARD .29.99 

WITH INBUILT ANALOGUE (15 PIN) JOYSTICK PORT, MIDI 
INTERFACE AND CD AUDIO IN SOCKET 

TRUST EXPERT 16 SOUND CARD .59.99 

16 BIT STEREO, 20 VOICES, 4 CD ROM INTERFACES 
(PANASONIC, SONY, MITSUMI AND IDE). SOUND BLASTER 
PRO 2 COMPATIBLE WITH SOFTWARE 

SOUND BLASTER 16 IDE SOUND CARD.89.99 

16 BIT STEREO, 20 VOICES, MIDI INTERFACE, JOYSTICK 
PORT, BUILT-IN 4WATT AMPLIFIER, IDE CD ROM 
INTERFACE. TO ALLOW YOU TO ADD A SECOND HARD 
DRIVE TO YOUR IDE MOTHERBOARD 

lOUND BLASTER 16 PRO ASP IDE SOUND CARD ...149.99 
SPECIFICATION AS PER SOUND BLASTER 16 IDE SOUND 
CARD BUT WITH ADVANCED (DIGITAL) SIGNAL 
PROCESSING, VOICE ASSIST, TEXT ASSIST AND MCI 000 
MICROPHONE 


ZYDEC ZY-FI PRO: 
SPEAKERS 

36 WATTS (120W f 
PEAK) WITH 
BASS, TREBLE 
AND VOLUME 
CONTROLS 


SCREENBEAT 3 STEREO SPEAKERS ...14.99 



QUICKSHOT SOUNDSTOR 
10 WATT SPEAKER CONSOLE 
42.99 



THRUSTMASTER 

FLIGHT 

CONTROL 

JOYSTICK 

ANALOGUE, 15PIN 

75.99 


ALFA ALIEN 
JOYSTICK 

ANALOGUE, 15 PIN 

12.99 





PHASE 9 

PHANTOM 2+ 
AUTOFIRE & 
SLOW 

MOTION,15 PIN 

16.99 


w 



PC 

OPTIXJOYSTICK 

OPTICAL, 
ANALOGUE/ 
DIGITAL 
SWITCHABLE,15 
PIN 
27.99 



QUICKSHOT 201 
SUPER WARRIOR 

5 ANALOGUE, 
AUTOFIRE, 15 PIN 

14.99 


SAITEK 
MEGASTICK 3 

DIGITAL, 15 PIN 
8.99 





^^^15 WESTERN 
/ ' DIGITAL 

/ HIGH QUALITY 

. MOUSE 

ikv J 290-2900 DPI 

-—>10.99 


MICROSOFT 
HOME MOUSE 
WITH CONTROL 
SOFTWARE 
AND 18 MS 
TITLES 
26.99 




SAITEK MEGAGRIP 3 

WITH AUTOFIRE 
12.99 



EKLIPSE 

MOUSE 

290-2900 DPI 
AND FREE 
MOUSE MAT 
10.99 


SAITEK MEGAGRIP 8 
ANALOGUE, 
AUTOFIRE, 15 PIN, 4 
BUTTONS 
15.99 



STAR TREK 
MOUSE MATS 

VERY HIGH QUALITY 
TWO CAPTAINS 9.99 

TNG CREW .9.99 

MOUSE MAT 
SPONGE BACKED ... 

4.99 


B 



ALL GENUINE 
m® UK PRODUCTS 



10am to 8pm 7 days a week! 

01279 600204 

Or Fax 01279 726842 - we’ll confirm receipt 
Members only but you can order as you join. 

Annual UK Membership £7 

Includes 12 issues of the club magazine 
with £180 worth of XS Savers. 


CD ROM UTILITY 

COMPLETE WINDOWS SET .14.99 

DK EYEWITNESS ENCYCLOPEDIA 

OF SCIENCE EV/4MB .41.99 

DK MY FIRST INCREDIBLE 
AMAZING DICTIONARY EV/4MB ...29.99 
DK THE WAY THINGS WORK . . .41.99 

DK ULTIMATE HUMAN BODY 
EV/4MB .41.99 

GHOSTS EV/486 .27.49 

KLIK AND PLAY ENHANCED 4MB29.99 
MAGIC EYE 4MB .19.99 

MS ART GALLERY 4MB .37.99 

MS CINEMANIA 95 4MB .37.99 

MS FINE ARTIST 4MB .33.99 

MS CREATIVE WRITER 4MB .33.99 

MS ENCARTA 95 4MB .69.99 

POWER UTILITIES 4MB .14.99 

PRINCE - INTERACTIVE EV/486/4MB 34.99 

SPECCY SENSATIONS.18.99 

UFO EV .35.99 

WARPLANES EV/4MB .36.99 

PC DISK UTILITY 

BBC GARDENERS WORLD 

3D GARDEN DESIGNER .16.99 

JUST LOTTO .16.99 

GRANADA TV HOUSESTYLE 
3D INTERIOR DESIGNER .17.99 

KLIK AND PLAY 4MB .27.99 

LOTUS BUNDLE FOR WINDOWS 
INCLUDES LOTUS IMPROV 2.1, 

LOTUS ORGANISER 1.1, LOTUS 
APPROACH 2.1, LOTUS WRITE 2.0 39.99 

MS DOS 6.22 UPGRADE.49.99 

MS PUBLISHER 2.0 4MB .79.99 

MS WORKS V.3 FOR DOS .99.99 

.67.99 



Over 250,000 people have joined Special Reserve and 
we are the largest computer games club in the world. 

We also have two very Impressive club shops which stock our entire range. 

SPECIAL RESERVE CLUB SHOPS 

10am 'til 8pm 7 DAYS A WEEK! 

CHELMSFORD, ESSEX 

43 Broomfield Road. Just around the corner from the bus station. 

SAWBRIDGEWORTH, HERTS 

The Meltings, Station Road. A few miles from the M11, near the train station. 

Items bought in the shops carry a 50p surcharge on the Mail Order prices. 


UNLESS STATED ALL PRICES INCLUDE VAT & DELIVERY 


GENUINE SOUND BLASTER PRQ SOUND CARD WORTH £150 
GENUINE CREATIVE QUAD SPEED IDE CD ROM DRIVE 
GENUINE SAMSUNG 14 ” SVGA 0.28 MONITOR + TILT AND SWIVEL 
GENUINE SAMSUNG HIGH SPEED 560 MB HARD DRIVE + SPARE IDE 
GENUINE MICROSOFT SOFTWARE BUNDLE WORTH OVER £500 
AND EIGHT GREAT CLASSIC GAMES FREE 


ex VAT 


TRUST QUAD multimedia pc 

DX 4 / 100 + 411/18 RAM 1229.99 
0 X 4/100 + SMB RAM 1359.99 


.1046,80 

.1157.44 

.1276.59 


QEMM V.7.5 . 

STARWARS SCREEN 
ENTERTAINMENT 4MB. 22.99 


BLANK DISKS 


ALL DISKS ARE SUPPLIED 
WITH LABELS 

3 . 5 ” DOUBLE DENSITY 
DISKS 

10 TDK MF-2DD DISKS . 7.99 

50 TDK MF-2DD DISKS . 22.99 

3 . 5 ” HIGH DENSITY DISKS 

10 SPECIAL RESERVE HD DISKS -r CASE 7.99 

10 TDK MF-2HD DISKS . 9.99 

50 SPECIAL RESERVE HDDiSKS . 23.99 

SO TDK MF-2HD DISKS . 27.99 


HARD DRIVES raicES inc vat 


SAMSUNG 420 MB HARD DRIVE .119.99 

SAMSUNG 560 MB HARD DRIVE .139.99 

VERY HIGH SPEED 3.5” DRIVES. 1" HIGH, 13 MS 
ACCESS TIME GIVING A TRANSFER RATE OF 
APPROX 1.5 MB PER SECOND. 128K CACHE. 1 
YEAR WARRANTY 



RAM UPGRADES 

PRICES INC VAT 

4 MB SIMM RAM . 

.124.99 

8 MB SIMM RAM . 

.249.99 

16 MB SIMM RAM . 

.394.99 

72 PIN SIMM, 32 BIT, 70 NS ACCESS TIME. SUITABLE 

1 FOR MOST 486 AND PENTIUM PC'S | 


r WE ONLY SUPPLyI/IEM^ERS BuTyOlT CAn’oRDERAS YcjuJOIN ' 

MEMBERSHIP FEES UK EC WORLD 

ONE YEAR (12 ISSUES) £7.00 £9.00 £11.00 

SIX MONTHS (6 ISSUES) £ 4.00 £ 6.00 £ 7.00 

Each issue includes £15 of new XS Savers. Members are under no obligation. 
All prices include VAT and carriage to MOST UK mainland addresses. 

Overseas orders must be paid by credit card 

Hardware items (battery or mains) are only supplied to the UK mainland 
Overseas surcharge £ 2.00 per software item or 25 % on other items 

MADE 

(BLOCK CAPITALS please) 

Name & Address_ 


INTEL CPU UPGRADES raiCES me vat 


486 DX2/66 CPU CHIP .124.99 

486 DX4/100 CPU CHIP .194.99 

PENTIUM OVERDRIVE 63MHZ CPU .299.99 

INTEL UPGRADE CHIPS FOR 486 MOTHERBOARDS 
(PLEASE CHECK MANUAL TO ENSURE 
COMPATIBILITY) 


PANASONIC KXP2135 COLOUR .159.99 

CITIZEN SWIFT 90C 119.99 

CITIZEN ABC COLOUR .144.99 

CITIZEN SWIFT 200C .175.99 

CITIZEN PROJET IIC COLOUR INKJET 239.99 
CANON BJ-30 PORTABLE BUBBLEJET ...199.99 
CANON BJC-4000 COLOUR BUBBLEJET 309.99 
CALL SALES FOR A COMPLETE RANDE OF 
RIBBONS TONER AND LEADS. 


FAX MODEMS pbkes inc vat 


INTERNAL 14400 FAX/MODEM .104.99 

EXTERNAL 14400 FAX/MODEM .119.99 

BT APPROVED, MNP 5A/.42 BIS DATA 
COMPRESSION GIVING UP TO 57.600 BPS. HAYES, 
G3 AND CLASS 2 FAX COMPATIBLE. INCLUDES 
CABLES. SOFTWARE AND INTERNET STARTER 
GUIDE. 1 YEAR WARRANTY 


JOYSTICK EXTENDER CABLE (15 PIN) .. .9.99 
JOYSTICK SPLITTER (15 PIN) 

ALLOWS TWO JOYSTICKS TO BE 

CONNECTED TO ONE PORT .10.99 

KEYBOARD EXTENDER CABLE (5 PIN) ...19.99 
MIDI CABLE FOR SOUND BLASTER .19.99 


_Postcode_ 

If Mac or PC please slate DISK or CD ROM 

Machine_ 


Enter membership number (if appiicabie) or 

NEW MEMBERSHIP FEE (ANNUAL UK 7.00) 


item 


Please use this box to add any optional fast delivery charge 

1 St Class Post 50d per posted item or £10 hardware 


ALL PRICES INCLUDE UK POSTAGE & VAT 

Cheque/P.O./Access/Mastercard/Switch/Visa 


CREDIT CARD 
EXPIRY DATE . 


SWITCH 

.(ISSUE NQ_) 


Mail Order address. Cheques payable to: 

SPECIAL RESERVE 

P.O. BOX 847y HARLOW, CM21 9PH 

or FAX a credit card order on 01279 726842 - and we’ll FAX back. 

Inevitably some games listed may not yet be available. Please phone to check availability. 

Prices may change without prior notification. Time of going to press 07.06.95 E .& O.E. 
SAVE = Saving off full retail price. Inter-Mediates Ltd, The Maltings, Sawbridgeworth, Herts. 




























































































































































































































































































This month’s Power-Up is crammed with in-depth guides to Ultimate Soccer Manager, 
Super Street Fighter 2 Turbo and High Seas Trader. But to kick it all off, we tear apart... 


Take to the open road with Ben 
and the Polecats in this com¬ 
plete solution to LucasArts’ 
superb graphic adventure... 


Man, what a night... Where am I? And what’s that 
smell? As the game begins you find yourself inside 
the none-too-glamorous setting of a garbage tank. 
Punch the right side of the lid to send it flying, leav¬ 
ing you with a large hole through which to escape. 
Try searching around your immediate location — 
this is a good opportunity to get accustomed to the 
new control system. Eventually you’ll figure out that 
there’s nothing much to really do here, so leave the 
screen to the right. 

Try using your bike — huh, no keys? Enter the bar 
by using your foot on the door. Try exploring the 
objects found in the bar and when you’ve had enough 
try talking to the bartender. Finally, when you’ve had 
enough of his smart quips use your hand on him. After 
another brief exchange of words you’ll get your keys. 
Leave the bar and use the keys on the bike again. 



just up the road you’ll encounter another biker. 
This guy’s from a different gang and isn’t a big fan of 
the Polecats. Use either your fist or boot and let the 
punk have it. It’s really easy to beat him — just move 
your mouse to the right and click a lot. However, if 
you’re experiencing troubles take a quick look at the 
instructions in the reference guide. 

After you win the fight, you’ll pull a wheelie and 
watch as your front wheel rolls off into the distance. 
Following the ensuing crash you’ll eventually wake up 
only to see a figure wearing a gas mask peering down 
on you. 

One Gal Named Mo 

As you come around you’ll be introduced to 
Maureen — or Mo, as you’ll come to know and love 



Full 


Throttl^.. 


her. After talking to her, get the gas can and hose from 
the back of the hut. While you’re about it look at the 
picture on the wall before leaving the shack. 

Outside, talk to Miranda, the ace reporter; try 
telling her about the ambush. After you leave the 
shack, she’ll take off in the car she claimed she didn’t 
have. Walk off to the left and then retrace your steps 
to hear Ben mutter a classic one liner. Now walk back 
off to the right. 



Torch-tastic! 

First up, go to the trailer. Use your hand on the 
door to get Todd to come up from his subterranean 
hideout. While he’s talking to you, use your foot on 
the door; this will send Todd reeling backwards where 


he’ll sleep out the rest of the game. Enter the trailer 
and take the lockpick from the cabinet behind Todd, 
and while you’re at it open the refrigerator and swipe 
the meat, too. 

Step on the light coloured strip on the right of the 
screen and you’ll be taken below to the workshop. 
Have a quick look around before grabbing the blow 
torch; you’ll be instantly taken back to Mo’s. 

It’s A Gas! 

Leave Mo’s and head for the gas tower on the far 
right of Melonweed. Use the lockpick on the lock. Grab 
the lock when you’re done. Enter the door. Go over to 
the ladder and touch it. Aaaiieee! Quick, hide in the 
shadows to the extreme rear and far left of the tower. 
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Now wait for the cops to arrive. They’ll look for you 
in the tower. While they’re up there, open the gas cap 
of their vehicle. Use the hose on the gas cap and use 
the gas can on the hose. Lastly, use your mouth on the 
hose. After some more hijinks with the police, you’ll 
go back to Mo’s. 

What A Bitch! 

Now head for the junkyard. Lock the gate with the 
lock, then climb the chain. Go to the parts pile under 
the lights. Oops, did I forget to mention the dog? 

After playing with the crazed mutt for a while, re¬ 
enter the junk yard. Move all the way to the right; 
eventually a red arrow will point you to a place where 
the dog likes to play with his cars. DON’T MOVE! Use 
the meat on the blue car next to you. Exit back to the 
left. See the big crane? Move the cursor over it until it 



become a red arrow. Then click, and you’ll be taken to 
the control room. 

Move the magnet over the dog’s car. Hit the button 
to turn on the magnet and use the far left lever to 
lower the crane until it picks up the car. Raise the 
magnet as far as it can go. Now leave, enter the junk 
yard, and grab the forks from parts pile. 




Get Outta Town! 

After some more conversation with Mo, you’ll 
leave Melonweed — at least, that’s the theory. 
However, the local cops have some areas 
of disagreement to that they’d like to 
discuss with you. So, go back to the 
gas tower and touch the ladder 
again. Quickly leave the 
scene of the crime, 
get back on your 
bike, and get out of 
town whilst the cops 
check out the alarm. 

Now you can really leave Melonweed, 
apparently forever. 

After a very long cut-scene with some 
interesting points (don’t forget to make a mental note 
of Corley’s nickname for his daughter while you’re 
watching all this), you’ll go back to Melonweed and 
Mo’s shack. All you need to do here is look at the 
debris. After Ben makes some Sherlock Holmes-like 
observations, leave the shack and use your bike. Exit 
to the top-left of the screen: You’ve said goodbye to 
Melonweed forever (no, really!) and you’re off to the 
Mink Ranch. 

Alas, your police friends still want to talk with you, 
and they’ve closed off the roads. You’ll find yourself 


once again in front of the Kickstand. Go 
behind the bar to your favourite 
garbage dumpster. Look in the dump¬ 
ster. You’ll find a new resident — 
Miranda, who looks right at home. 
She’ll give you a fake ID. Now you 
can go enter the bar. Talk to the truck 
driver as long as you want, then show 
him the ID. He’ll put you in the front of his 
truck. Now you can get by the roadblock. 



The Stink Of Mink 

The trucker will drop you off at the Mink Ranch. 
After you swear a vow of death upon the guy who 
helped you out, enter the front door of the Mink Ranch 
(which is at the bottom-right of the screen). You’ll find 
Mo’s bedroom. Use your hand on her pillow — you’ll 
find a very versatile tire iron. Get the tire iron and use 
it on the trunk. You’ll find a hose you can use to fix 
your bike. 

What follows next is another long cut-scene. After 
briefly seeing Mo (and eating her dust) and watching 
the trucker get his (but not from you), you’ll find your¬ 
self next to a pile of fertiliser. 

First, use the tire iron on the wheels. Then use your 
hand on the trailer. This should tip it over. While 
you’re at it, grab some fertiliser — only a little. Then, 
head back up the road (towards the top of the screen). 
Ignore any signs leading to the Mine Road; you’ll get 
there later. 

You’ll come across Nestor and Bolus. They’ll follow 
you. Again, ignore the signs and lead the straight to 
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the fertiliser. They’ll crash (but live, more’s the pity). 
After Adrian Ripburger takes them away, you’ll find 
yourself next to the ruins of the bridge. Head back 
down the road and wait until you see a stop sign. Click 
your mouse then, and you’ll stop at the crash site. Use 
the tire iron on the rear fender. You’ll get a hover lift. 
Use it on your bike. 

Battlin’ Bikers 


You can fight the others if you want, but they’re 
just for fun. Oh yes, one final tip — if you come across 
someone you don’t want to fight, hit the ESCape key 
to skip the fight. 


Now head for the Old Mine Road. Head up the road 
in any direction, and click when you see a sign for the 
Mine Road. The first person you’ll meet is Father 
Torque. Talk to him for a while. Then you’ll start meet¬ 
ing friends and having pleasant conversations with 
them. Here’s what you’ll need: 


Going Cavefishing 

Once you have the goggles, wait until the goggle 
picture appears in the top right of your screen, then 
click your mouse. Look at the lower left part of the 
screen, and wait for the word ‘CAVE’ to appear. Click 
your mouse, and you’ll enter the Cavefish’s lair. 




Keep driving down the road, through the turn, until 
you see the weird giant carvings — and a ramp. Use 
your hand on the ramp to push it behind your bike. Use 
your hand again on the ramp to hook it up to your bike. 
Use your bike, and drive down the road to the turn. Use 
your hand on the ramp again, and watch as the Ben 
creates a cunning trap to fool the Cavefish into wasting 
themselves. You can now leave the cave. 

After setting up the ramp, read the sign next to your 
bike. Read the plaque in the lower right part of the 
sign. You’ll now jump over the gorge, and be on your 
way to Corville. 

Souvenir Stand-Off 

Walk down the hill and enter the stadium. Go to the 
souvenir stand and use the joystick to move the toy car 
around until it runs down. Then look at the souvenirs at 
the rear of the stand. While the old guy’s back is 
turned, grab the yellow bunny. Head back to your bike 
and use it to drive towards the top of the screen. 

You’ll see the Vulture’s hideout, protected by a 
mine field. Use the bunny on the mine field. He’ll hop 
along until he blows up, but he’ll leave behind a small 
battery. Grab the battery and head back towards the 
souvenir stand. 


Chain This you get from a guy on a 

small bike, just punch him and he’ll go down easy. 

Chainsaw Mohawk woman is impossible to 

beat with ordinary weapons. Just click the right mouse 
button until your fertiliser appears, then get close to 
her and use it. She’ll go down easy. 

Plank The guy who has this is tough, 

but a whack from the chainsaw will convince him to 
part with it. 

Booster Pack You don’t have a lot of time to 
get this guy before he boosts away, but a couple of 
hits with the chain and you’ll have a new booster pack. 
Don’t use the chain with the skull, just the plain chain. 

Goggles The Cavefish don’t come here to 

play. The way to get them is to wait for the Cavefish to 
raise his head, then get as close as possible without 
bumping and use the board to give him a whackt One 
hit should put him down, but timing’s crucial. 



















Once there, use the battery on the toy car. Then use 
the joystick to move the car off the top of the screen. 
Then drive the car into the turnstile. The old man will 
go chasing after it. While he’s gone, grab the box of 
bunnies. Go back to the mine field. 

Use the box of bunnies on the mine field. All of 
them will fall out of the box and start hopping about. 
Quickly, pick all of them up but one. Let him hop until 
he blows up. Follow his path as far as you can, then 
drop another bunny. Follow this procedure until you 
reach the Vulture hide-out. 

Bend & Stre>e-e-etch! 

On reaching the hide-out you’ll have a painful con¬ 
versation with an off-screen Mo. Threaten her, call her 
names, and use the nickname her father had for her — 
Diapered Dynamo. She’ll release you after a while, and 
the Vultures will come up with a plan that lead you to... 

Demolish-’Em Derby! 

After the cut-scene, the auto-battle will start. Mo’s 
being guarded by Nestor and Bolus in the blue car, so 
you gotta find a way around them — or over them. Oh, 
by the way, the arrow keys are better to use than the 
mouse; they offer much better control. 

Go to the left centre of the arena, and jump over the 
ramp. The bronze car will oblige by sitting right where 



you land; this stalls it. Push it across the arena and 
onto the ramp at the bottom right of the arena. Push it 
up the ramp and over the top. Follow it over; you’ll 
bounce off it and onto the bad guys’ car, stalling it. 
Now ram Mo. 

She’ll blow up. You run; run to the top of the screen 
next to the closed doors and set the stadium on fire. 
Next, you’ll hop on top of the bronze car. Wait for the 
bad guys to ram the bronze car, then hop on top of 
their car. Wait for them to drive by the burning wrecks, 
them jump off and run into the fire. They’ll follow and 
blow themselves up. 

Lights! Camera! Action! 

Back at the hideout, talk to Mo some more, then 
look at the disassembled bike. You’re looking for a six¬ 
digit code number — and as we’re nice, we’ll tell you 
now that it’s 154492. Now, leave the hideout and go 
behind the factory. 

It’s quite difficult to describe where you need to be 
when you kick the wall. It is to the left side of the 
screen, about a fourth of the way along the wall. See 
the three metal support poles attached to the wall? 
When you kick the wall, you want to be lined up with 
the far left pole. Wait until the green lines on the power 
meters all have black gaps (and the clicking noise 
stops), then kick the wall. If you’ve got it right, the 
hatch will open. Enter it. 

In Corley’s office, look at the floor safe in front of 
the desk. Use the six-digit combination, then press 
where the initials are engraved. The safe will rise and 
you’ll get a card and a reel-to-reel audio tape. Now 
enter the hallway on the right. 

Use the card on the card reader next to the door on 
the far right. Enter the room. There are two levers on 
the projector. Use your hand on the left motor lever 
once. Quickly, use your hand on the right lamp lever 
twice. Then leave the room. Mavis will leave her post 
and enter this room. 

Once back in the hallway, enter through the centre 
door. Use the photos on the easel. Then sit back and 
watch another long cut-scene. You probably think the 
adventure’s all over... 
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The CUffhanger Climax! 

...But it ain’t! As the cut-scene ends, Ripburger has 
smashed your bike (although you already know from 
the number of times you wiped out on the Old Mine 
Road that your bike is indestructible) and you’re cling¬ 
ing to the front of the semi for dear life. 

First, open the grill. Then open the panel. When 
Ripburger leans out to close it, grab his cane. Use the 
cane on the fan. You’ll climb through the engine com¬ 
partment to the back of the cab. Use the tire iron on 
the far right fuel line. 

After some more fun, you’ll find yourself in the 
Vulture’s road-plane. Climb the ladder — don’t worry, 
Ripburger is a lousy shot. Keep moving towards the 
ladder until you can climb it. Then activate the screen 
in the cockpit. If you’re interested in trying to activate 
the self-destruct, remember Dr Strangelove. What you 
really want to do, though, is raise the landing gear. 
You’ll find this option in the Takeoff — Post Takeoff — 
Gear menu. 

Next, you’ll be on top of the cab of the semi as it 
teeters on the edge of the smashed bridge. Enter the 
cab, then activate the screen. Use the Defence menu 
to reach the Machine Gun menu, then use the Control 
menu to shut down the machine guns. At last, 
Ripburger gets his just desserts. 

Climb back into the road-plane. It’s about to 
explode — eeek! Climb on your bike — walk to the left 
side of the plane and you’ll see it. Use it, and take off! 
And, er, that’s it. Was it as good for you as it was JL 
for us? Of course it was... a 

























( tips ) Ultimate Soccer Manager 


Ultimate Soccer Manager, eh? 
It may well be — but are you? 
If not, then follow our hints to 
instant Venables-dom. 




THE BAHK ACOOt/HT OF 
BLACKPOOL 


BALAHCE 

OVEKDKAFT 

LIMIT 

CASH 

AVAILABLE 

DEPOSIT 

ACCOrjHT 


REPAY LOAM 







TERM FORMRTION 


5 HOKHEK 


MUBJ-HY 


%C>>3EMAiJ 


ii’oouarK^ 


rOKMATIOH 


LOMO BALL 
l ASSIHC- ' 


Soccer Manager 




Ultimate 


SPOtrf MENS 
tlGClM SCAMML! 

DETAILS or OFFERS AMD DEALS, MADE BY 
CERTAIM DIVISION 2 MANAGERS, TO RIG MATCHES 
HAVE BEEN REVEALED TO YOUR SUPER, SIZZLING, 
SPORTS NEWS PAGE. 

SHOCK WAVES ABE REVERBERATING AROUND THE 
FOOTBALL WORLD AS PEOPLE START TO THINK 
THAT THE UNTHINKABLE HAS HAPPENED. 


In the first weeks get ground improvements under 
way. In later seasons inflation will have pushed up 
building costs — increases you could well do without. 
You’ll want the biggest, plushest merchan¬ 
dising and food outlets you can afford 
because these’ll bring in much more 
money. Put them evenly around the 
ground, avoiding low capacity stands. 

Putting the best outlets near high 
capacity stands really helps. Also, try 
building yourself a 10,000 seater stand to 
help attendences. 

If the folks still aren’t coming through the 
gates (i.e. your team can’t win a game for 
love nor money) then you might want to give 
away 6,000 tickets. These don’t bring you 
any profit in themselves, but empty seats 
don’t buy merchandise or food, which sup¬ 
porters do. Crafty, eh? 

In the longer term, try to ensure that you have an 
all-seater stadium by the time you leave the second 
division. This is important since the FA has a nasty 
habit of condemning terraces when teams get promot¬ 
ed to the first. Stay in the cups for as long as you can 
to increase the gate from these lucrative matches. 
Increase your ticket prices and merchandise costs 
once a year or more, hiking them by about 10%. And 
whatever you do, don’t let the assistant manager deal 
with advertising revenue. He’s a dozey so-and-so 
when it comes to ad deals, so you’re far better off 
doing it for yourself. 


The assistant manager is a useful fellow when it 
comes to team formation and selection, so take his 
advice. Meanwhile, keep training the squad, keep the 
coaches happy (by paying them lots), and get the best 
staff you can — a superb coach is three times as effi¬ 
cient as an average one. The other bunch of people 
to keep up with is the youth team. Keep them 
training, and they’ll improve to be good players 
far faster than the A-team squad. 

Early on, go to the bank and get an overdraft 
to buy the best goalie and strikers you can lay your 
hands on. If players from higher divisions refuse to 
come down to your level, then buy guys over 33 
years old who’re more likely to say ‘Yes’. However, 
rotate the squad to give everybody experience and 
good morale. Leaving guys on the bench is a bad 
deal, even if they’re not your star players. 

If the opposition fields a particularly good 
striker then you might want to double team a pair of 
defenders onto him, to get him out of the game. Check 
the opponent’s formation and adjust yours before 


n iiiimi 


The boy did good., or did he? If your first efforts at 
USM left you broke after half a season and bottom of 
the Vauxhall Conference then clearly you’re making 
life far too hard for yourself. We know you start with 
the option to kick off with paltry amounts of dosh, 
but here’s your first tip — fsmillion doesn’t half 
make your first season simpler, so don’t be a martyr 
and take the money. 


Money, Money, Money... 

On the subject of finances, you really need to start 
off right. Use the two weeks of friendlies to make sta¬ 
dium improvements (thereby not losing attendence 
when you would have had capacity 
crowds) while still getting some gate 
receipts in to pay the players their 
wages. However, keep ticket prices 
fairly low to entice some punters in 
for the friendlies. Don’t forget to 
raise ticket prices for cup games 
and matches against clubs in a 
higher division, since you 
can fleece their away sup¬ 
porters for more than 
your own fans. 


Can You Manage? 

With the money side sewn up, it’s now only neces¬ 
sary to win the games. The important thing here is to 
keep the chairman happy, since he’s the bloke who’ll 
sack you if your approval rating falls below 10%. You’ll 
also be out on your ear if your job security falls below 
20% O’ob security is the average of the chairman, play¬ 
ers, fans and bank opinions of you). 
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PHONE MESSRGE 


WED S 


ITS A FirWHY OLD GAME 
THIHK IT.- TH.AT WA 

THING' TO BO. 


HOT MUC-jH GOOD AT THIS OOEEr.rFT I OH 
THING, AKE YOU? TKY KIGOING THE 
RESULT t-EOFEELY HEKT TIME! 



What do you do? Start playing dirty, of course... no, 
not by fouling more (although that might well help), 
but by using underhand management techniques. 
Naturally, the key is in not getting caught and becom¬ 
ing the next tabloid headline like so many before you. 
If you have the game-rigging options on, then bear the 
following in mind and you could advance a lot quicker 
than is otherwise normal: 

The computer sets up one in five of the clubs in 
the game as corruptible right from the start, and 


these never change. That means the odds high, with 
8 o% never accepting an offer of cash to rig a game or 
a transfer market bung. However, you get a couple of 
chances to get away with your sneaky manoeuvres. 

Whenever you make an unsuccessful corrupt offer 
or bet against your own team there’s only a 50/50 
chance of being spotted. That means that half 
the time you’ll get away Scott free even if you 
picked the wrong team to try it on with. Not 
that corruptable teams will automatically 
accept your offers — a formula is used to 
decide whether or not they’ll be interested, 
taking into account all sorts of things from 
the size of the club, their League position, the 
value of the offer, and a random variable. 

If you are caught, then... nothing happens. 
That’s right, corruption is so rife in the game of 
football that nobody even blinks an eye 
when you get sussed the first time. The sec¬ 
ond time, however, the papers pick up on your dis¬ 
graceful behaviour and print a report of your under¬ 
hand activities in their Sunday editions.Assuming that 
eventually you get caught again, like the rotten to the 
core individual you are, then you can fully expect a for¬ 
mal warning against you and your scandelous actions. 
Finally, after being spotted for a fourth time, you get 
the sack and can kiss your career goodbye. This may 
sound harsh, but then again you have had three warn¬ 
ings after all. 

In fact, there’s also a 5% chance of your first little 
indescretion being totally forgotten for each week that 
passes, a fact that should help in the long term. 
Speaking of which, in the long term you may notice 
the value of your palm-greasing antics going down. 
This is because of inflation, which affects things 
to the tune of around about 5% per season. 


each game to compensate. Also, don’t go for the 
‘Instant Results’ option. By watching what’s going on 
you can give orders to players as the game develops, 
making best use of the whole team. 

That Grobbelaar Feeling 

So it’s not enough that you read our hints and 
became a managing genius overnight. The opposition 
are still doing better and you’re short of the readies. 


Fantasy Football 


At the start of the game, when you get asked for your name, try typing in ‘MAKE 
BELIEVE’. Then get stuck in to the game. If things get a bit tough, though, and the 
money starts drying up too quickly for your liking, press the '+’ key to get a pain¬ 
less cash injection of £100,000. Bargain stuff! 

This only works outside of a match, but inside matches there are plenty of other 
keys that’ll help you out. If you’re in ‘make believe’ mode and in mid-match, try any 
one of the following: 

E Puts you straight into a penalty shootout. Good if you’re several 

goals down with only ten minutes left to play in the game. 

F Gives away a foul. 


G Awards a goal to whoever last passed the ball (very handy to boost 

flagging strikers’ statistics). 

ESC If the tension gets too much then this ends the half prematurely. 

1 Finishes the match with a 1-0 scoreline. (For cheaters who don’t 
want to feel as if they’re cheating too much.) 

2 Finishes the match with a 2-0 scoreline. (For cheaters who’s con¬ 
science won’t get the better of them.) 

3 Finishes the match with a 3-0 scoreline. (Shame on you.) 

4 Finishes the match with a 0-1 scoreline. (For away games, of course.) 

5 The 0-2 equivalent of ‘4’ above. 

6 Like 5, but guarantees a stunning victory on the road of 0-3. 
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It’s Street Fighting time! We’ve 


got the skills, we’ve got the 


thrills and we also got the 


ultimate players guide to the 


best beat-’em-up on PCI Why, 


we’ve even suggested a couple 


of killer combos for each 


character too! 


Ken is probably the most popular character of all 
the Street Fighters. With the ability to launch 
himself forwards whilst performing his dragon 
punch, he can catch most opponents off guard. 
However, if the dragon doesn’t make contact this 
leaves him wide open for a killer counter-combo. 


Fireball 
Dragon Punch 
Roundhouse Kick 
Cyclone Kick 
Super Dragon Punch 


D, DF, F, P 
F, D, DF, P 
D, DF, D, K 
D, DB, B, K 
F, D, DF, F, D, DF, P 


• Triple-Hit Combo 

Jump in with a strong punch, immediately throw a 
medium punch, then per¬ 
form the Dragon Punch. 

• Ultimate Combo 

Your SUPER bar 
must be fully charged 
before you attempt this 
combo attack. Jump 
in with a hard punch, 
then immediately perform 
a crouching strong kick 
Finally, while Ken is in mid-kick, per 
form the Super Dragon Punch. 


Ken 


Chun-Li is, in case you didn’t know, the greatest woman fighter of 
all time. Her various aerial attacks and deadly ‘Spinning Bird’ 
kick make her a top choice for players of all abilities. Chun-Li 
spends most of her time in the air making her a little 
vulnerable to attack, but overall she’s a very well-rounded 
character indeed. 


Fireball 
loo-Foot Kick 
Rising Bird Kick 
Spinning Bird Kick 
Super Move 


Charge-B, F, P 
Tap kick rapidly 
Charge-D, U, K 
Charge-B, F, K 
Charge-B, F, B, F, K 


• Triple Roundhouse Combo 

Jump in with a strong punch then, when you’ve 
landed, do a standing medium punch. Complete 
with a crouching roundhouse. 

• Standing Whirlwind Combo 

Jump in with a strong kick while charging for 
the Rising Bird Kick special move. When you’ve 
landed, begin the motion of the Rising 
Bird Kick then, precisely at the motion’s 
mid-point, throw a strong punch before complet¬ 
ing the move. 


Up. 

Down. 

Forward. 

Back. 

Rotate pad or stick through 360 degrees 
Punch. 

Kick. 

Hit all punch buttons. 

Hit all kick buttons. 

Hold direction of stick. 


Roll 


A P 


All K 


Charge 


Note that Super moves can only be performed when 
^ the SUPER bar is flashing. 


Ryu is a well-balanced character, making him a 
deadly foe. Ryu and Ken have roughly the 
same abilities, but with a few minor 
variations in their techniques. Ryu’s kicks 
are more powerful than Ken’s, making his Cyclone 
Kick more deadly. Another difference is his Dragon Punch — 
rather than launch himself forward as Ken does, Ryu punch¬ 
es directly vertically, protecting him from aerial attacks. 


Fireball 
Flameball 
Dragon Punch 
Cyclone Kick 
Super Fireball 

• Ultimate Combo 

Your SUPER bar must be fully 
charged before you attempt this combo 
attack. Start off by jumping in with a strong 
punch, then do a crounching weak punch. Finally, 
while punching, perform the Super Fireball 
special attack. 

• Triple-Hit Jab Dragon 

Jump in with a strong punch then, as you land, 
throw a strong elbow attack and finish off with a 
weak Dragon Punch. 


D. DF, F, P 
B, DB, D, DF, F, P 
F, D, DF, P 
D, DB, B, K 
D, DF, F, D, DF, F, P 


Super Street 
Fighter 2 tUrbo 


What It All Means... 




All Artwork ® CAPCOM 1991-95 















































Super Street Fighter 2 Turbo ( tips ) 





Guile is the best player for counter-attack moves. His Flash Kick 
is awesome against many of the characters. This kick can often 
catch players of their guard, thus making them open for attack. 
Guile is a very good fighter to learn with, but his speed leaves 
something to be desired. 


Flash Kick Charge-D, U, K 

Sonic Boom Charge-B, F, P 

Super Move Charge-DB, DF, DB, UF, K 


• Four-Hit Combo 

Jump in towards the opponent 
and charge down at the start of 
your jump. Before you land tap 
strong punch then, after you’ve 
landed, uppercut and finish off 
with the Flash Kick 


• Two-ln-One Combo 

Charge back and do a medium 
punch, then immediately throw the 
Sonic Boom. Finish off with a 
strong punch. 


Blanka is probably the 
most violent and 
bloodthirsty 
character in 
Street Fighter. 

He’s also by far 
the easiest char¬ 
acter to pick up too, thus 
making him a very agile 
combatant. Blanka has a 
vast range of close counter attacks which enable him to floor an 
opponent quite quickly, but all his moves really depend on an 
aerial attack, making him very vulnerable when landing. 


Roll 

Vertical Roll 
Step-Back Roll 
Electricity 
Beast Lunge 
Super Move 


Charge-B, F, P 
Charge-D, U, K 
Charge-B, F, K 
Tap punch rapidly 
B, All P 

Charge-B, F, B, F, P 


• Triple Hit 

Start off by jumping in with a 
strong kick then, when you’ve 
landed, throw a medium punch. 
Finish your opponent off with a 
crouching strong punch. 


• Shocking Combo 

jump in with a medium punch, 
then immediately tap the punch 
button repeatedly to electrocute 
your foe. 


The big man of the game, E Honda’s technique relies on brute 
strength rather than skill. Honda is very slow but he can reach 
quite a distance with his kicks and punches, making him 
dangerous character. He’s not that good in a one-player game, 
but he can be a laugh when played against a friend. 


Sumo Press 
100-Hand Slap 
Orchido Throw 
Torpedo 
Super Move 


Charge-D, U, K 
Tap punch rapidly 
F, DF, D, DB, B ,P 
Charge-B, F, P 
Charge-B, F, B, F, P 


• Two-tn-One Headbutt 

Charge down & back and throw a medium punch, followed immediately by a headbutt. 


• Three-Hit Knee Combo 

jump in with a strong punch then, on landing, press strong kick for a double knee attack. 


Dhalsim is one of the worst characters in the game. Even though 
he has fire projectiles and the ability to teleport, he’s extremely 
slow. His best line of attack is to teleport, reappearing next to his 
foe and throwing him. Dhalsim is also very predictable, making 
him very vulnerable to attack. 


Yoga Teleport 
Yoga Teleport 
Yoga Flame 
Yoga Fire 
Super Move 


(Far) F,D,DF,AllP 
(Near) F, D, DF, All K 
B, DB, D, DF, F, P 
D, DF, F, P 

B, DB, D, DF, F, B, DB, D, DF, F, P 


• Three-Hit Headbutt Combo 

Move in close and hit with a weak punch, then press strong 
punch for a double headbutt. 


Crouching Two-ln-One 

Move down and use 
a weak kick, then 
immediately 
cast a Yoga 
Flame or 
Yoga Fire. 


Zangief is a power house of complex moves with devastating 
effects. All of his moves require awkward commands, making 
him very difficult to control, but once mastered he’s excellent 
— Zangief has an array of throws and slams which can drain 
half of the opponent’s energy, but be warned that he can’t 
throw any projectiles and he is slow. 


Super Punch 
Lariat 

Atomic Suplex 
Power Bomb 
Pile Driver 
Super Move 


F, DF, D, P 
All P or AUK 
Roll, K (Close) 
Roll, K (Near) 
Roll, P 
Roll, Roll, P 


• Four-Hit Spinning Snatch 

jump in with a short knee dive. Land, crouch and throw a weak punch. Next use a crouch¬ 
ing weak kick then, as the kick hits, immediately pull off a spinning pile driver. 


• jump-ln Clothes Line 

jump in with a medium punch then, after the punch has made devastating contact, tap 
all the punch buttons. 








































The Bruce Lee of the game, Fei Long is very quick with his various kicks and 
punches, especially his brilliant Rekka Ken punch. This character cannot cast 
any projectiles — instead he has a Dragon Kick which is brilliant against aeri¬ 
al attacks. Fei Long is a very good fighter and is excellent at performing 
combo moves. 


Dragon Kick B, D, DB, K 

Flash Kick B, DB, D DF, F, FU, K 

Rekka Ken D, DF, F, P (can perform multiple hits) 

Super Move D, DF, F, D, DF, F, P 


• Repeat Rekka Ken 

Rush and attack the enemy with the first 
Rekka Ken punch then, after the first hit strikes 
home, repeat the motion two more times for a 
three-hit combo. 


• Rekka Ken To Rising Dragon 

Rush and attack the enemy with two Rekka 
Ken attacks, then immediately follow up with a 
Rising Dragon. 


• Upper Combo 

jump in with a strong kick. Do 
a crouching weak kick, then 
begin the motion for a Tiger 
Uppercut special move. 
Complete the uppercut for an 
easy combo. 


This is one of the top bosses to control — with his high 
and low projectile attacks in tandem with his strong uppercut, he makes for 
one very tough opponent. Although Sagat is a little slow on his feet, he more 
than makes up for it with his impressive range of high and low attacks. 
Finally, be warned — try not to dodge over projectiles because he cannot 
jump very high! 


Tiger Shot 
Low Tiger Shot 
Tiger Uppercut 
Tiger Knee 
Super Move 


D, DF, F, P 
D, DF, F, K 
F, DF, F, P 
D, DF, F, UF, K 
D, DF, F, D, DF, P 


With his aerial attacks Vega is very 
good in air combat. When using Vega you 
must be careful and try not to repeat moves 
because, again, he is a very predictable 
character and can be caught out easily. His 
most devastating move is his Air Suplex 
which causes huge amounts of damage. Be 
careful when playing 
expert players 
because Vega is 
a little slow. 


Barcelona Attack 
Air Suplex 

Sky claw 
Rolling Attack 
Double Back flip 
Single Flip 
Flip Kick 
Super Move 


Charge-D, U, K 
(In mid air) P after 
Barcelona Attack 
Charge-D, U, P 
Charge-B, F, P 
All P 
AUK 

Charge-DB, FU, K 
Charge-DB, DF, DB, UF, K 


• Rolling Six Hit 

jump in with a strong kick while chargin 
back. While you’re still charging, throw 
crouching weak punch, and begin the motion fc 
a Roll Attack special move. Finish off with a stron 
Roll Attack. 


• Slide Combo 

jump in with a strong kick. Once you’ve safel 
landed follow up by throwing a weak puncl 
Finish with a sliding kick. 


# Round House Tiger Combo 

jump in with a deep roundhouse. As you land, 
immediately press weak kick, and begin the 
motion for a strong Tiger Uppercut. Finish the 
uppercut for a killer combo. 


This character is probably the best out of the BIG players - for his size he 
isn’t that slow and his special dive is quite an asset against crouching oppo¬ 
nents. To master this character properly will take some time, but it will pay off 
in the long run. 


Vertical Dive 
Condor Dive 
Mexican Typhoon 
Super Move 


F, D, DF, P 
(In mid air) All P 
Roll, P 
Roll, Roll, P 


• Three-Hit Vertical Dive Combo 

Do a low weak punch, then hit out with a medi¬ 
um punch followed by the Vertical Dive motion. 
Finish with a strong Vertical Dive 


• Three-Hit Combo 

jump in with a strong punch, then do a straight 
weak punch. Finish with a crouching strong kick. 
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• Four-Hit Dred Combo 

Jump in with a strong punch while charging 
back. Do a standing medium punch, and then 
immediatly start the motion for the Dred Kick. 
Finish with a strong Dred Kick. 


• Hyper Fist Combo 

jump in with a medium punch whilst charging 
down. When you land (still charging down, mind), 
crouch and hit with a weak punch followed by the 
Hyper Fist. 


Because Balrog is 
a boxer, all of his 
moves are punches. 
But don’t be put off 
— some of his 
attacks have a 
better reach than 
most kicks. 
Most of his 
strong attacks 
require him to 
dash across 
the screen, 

leaving him open to low kicks. Balrog is 
not a very good character to play as 
because of his predictable moves and he’s 
also a little slow. 


Cammy is a very agile player who uses her legs 
as a means of attack. Combos are quite hard to 
perform when using Cammy, but her Cannon 
Drill and Spinning Knuckle moves are excellent 
to make your opponent dizzy. Be careful when 
performing the rising kick, because landing take 
some time, leaving her open to attack. 

Rising Kick F, DF, F, K 

Cannon Drill D, DF, F, K 
Spinning Knuckle B, DB, D, DF, F, P 
Slide B, DB, D, DF, F, FU, P 

Super Move D, DF, F, D, DF, F, K 

• Head Punch To Spinning Knuckle 

jump in with a medium punch then, as soon as 
you land, crouch for a low weak punch. Finish with 
a Thrust Kick 


• Puncherama 

jump in with a strong punch attack. Land and 
toss a crouching weak punch. Finish off with a 
crouching roundhouse. 


Double Kick 
Psycho Crusher 
Head Stomp 
Super Move 


Charge-B, F, K 
Charge-B, F, P 
Charge-D, U, K 
Charge-B, F, B, F, K 


Shoulder Barge 
Swing Punch 
Turn Uppercut 
Uppercut Dash 
Dash Punch 
Ultimate Upper 
Ultimate Straight 
Super Move 


Charge-D, U, P 
Charge-All P 
Charge-All K 
Charge-B,F,K 
Charge-F, P 
Charge-B, DF, K 
Charge-B, DF, P 
Charge-B, F, B, F, P 


• Super Stomach Blows 

jump in with a strong punch while charging back. 
Throw a standing medium punch while still charging 
back. As soon as you see the punch make contact, 
throw a strong dashing punch. 


• Cannon Drill Three-Hit Combo 

jump in with a strong punch. Do a 
standing medium punch, then begin 
the Cannon Drill motion. Finish with a 
strong Cannon Drill. 


This is the easiest character to control because of his simple 
move commands, and for the other player he is the most 
confusing fighter to battle. When playing as Bison you’ll find 
that he is a little slow and pulling off combos can be difficult. 

Even though he’s easy to control he’s best left to the expert 
players because his moves are quite hard to string together. 


Dee Jay’s 
moves are 
based upon 
kick boxing, 
so it comes 
as no surprise that 
he has many differ¬ 
ent and powerful 
kicks — his Double 
Dred Kick is one of 
the most powerful 
attacks in the game 
and, if done well, it 
can leave your opponents staggering. Dee Jay is 
a good character to play with, because of this. 


Double Dred Kick 
Psych Out 
Jack Knife 
Super Uppercut 
Super Move 


Charge-B, F, K 
Charge-B, F,P 
Charge-D, U, K 
Charge-D, Tapping U 
Charge-B, F, B, F, K 


• Psycho Combo 

jump in and start charging 
back, just before you 
eventually land, attack 
with a strong punch. Then, 
while still charging back, 
perform a crouching weak punch. Finally, as you throw the 
weak punch, perform the Psycho Crusher to completely 
annihilate your opponent. 

• Triple-Hit Combo 

jump in and immediately attack with a 
strong punch attack. Upon landing 
throw a medium punch 
from the crouching 
position. Stand up 
hesitate for the 
briefest of moments, 
then finish off your 
opponent with a 
medium kick. 



































( tips 


^ High Seas Trader 


Ahoy, me heartiesi Tips for 
Impressions* sails-*n*-scurvy 
trading game approaching off 
the starboard bow! Prepare to 
repel all boarders... 


Setting Sail... 

Your goal in High Seas Trader is simple: become 
the best darn merchant sailing the seven seas. To do 
this you have to rise up the serried ranks of the mer¬ 
chant’s guild, which is achieved by increasing your 
rating in four main skill categories: daring, honour, 
loyalty and nobility. 

You start the game with the lowly status of 
Peddler, but with a bit of effort you’ll soon become a 
Journeyman, then a Tradesman, a Merchant, a Master 
Merchant and, finally, a Viscount. Well, to be honest, 
‘a bit of effort’ is something of an understatement — 
it actually takes a lot of effort. But don’t worry — 
we’re here to make life easier. 

One of the first decisions you have to make 
regards what nationality you’re going to be. This is 




actually a lot more important that it initially seems, 
because it determines where your home port will be, 
what your relationship with the other ships you 
encounter will be and, if your nation is at war with 
other nations, whether you’re allowed access to cer¬ 
tain key ports or not. Obviously, each nationality has 
its own set of plus and minus points, so experiment 
with all of them to find which suits you best. 

The game starts with your ship moored in your 
home port. Your first stop should be the local tavern 
— as in every computer game, the boozer is a mine of 
information. Talk to the bartender, because he may be 
able to give you some insider knowledge on the state 
of the international trade market. 

While in the tavern it’s wise to enlist some new 
crew members — you’re best bets at first are either 
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soldiers skilled in combat or cheap apprentices. Take 
care to check a potential recruit’s morale before you 
bring them aboard, because this will affect the whole 
crew’s morale. (Incidentally, if your crew’s morale 
becomes low later on in the game, take ‘em all down 
the pub and buy them a couple of rounds — this will 
cheer them up no end.) 

Before setting sail, be sure to store a healthy 
reserve of gold in the bank as an insurance policy. This 
way your game won’t end immediately if your ship is 
lost at sea later in the game. 

Market Forces 

As any businessman (or businesswoman) will tell 
you, one of the major keys to success is to start small 
and then build up slowly. Don’t undertake long and 
risky voyages straight away - instead, embark on 
short trading runs. Okay, so they may not generate big 
bucks, but it’s relatively easy money. 

After a while you should have saved up a nice little 
nest egg, allowing you to invest in a larger crew, big- 
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ger cannons and eventually great ships, whereupon 
you can start travelling further afield. This is essential, 
because the more ports you visit, the higher your 
standing in merchant society will become. 

Ferrying passengers from one port to another can 
be very profitable, but remember that the more pas¬ 
sengers you have onboard, the less cargo you can 
carry — each passenger takes up the equivalent of 
one ton of space in your hold. Remember that it’s only 
worth taking a passenger if you’re already heading 
towards where they want to go. 

Also, although it may sound attractive, resist the 
lure of transporting contraband, if you don’t then 
chances are you’ll find yourself in a fight as soon as 
you take to the sea. And even if you win the fight, your 
former colleagues will come down on you and brand 
you as a common smuggler. 

Controlling The Crew 

A ship’s crew will follow its captain to the ends of 
the Earth — so long as they know where those ends 


are. It’s not a good idea to sail your ship into unchart¬ 
ed waters, or else your men may start a mutiny. To 
avoid this sad state of affairs, buy all the charts you 
can until you have one of each kind. Then you’ll only 
need to buy new ones to update the zones of piracy. 

Try to build up as big a crew as you can possibly 
afford, but keep a very careful eye on your supplies, 
particularly your rations. Remember that fruit spoils 
over time so you’ll need to stock more of it than you 
would other rations. 

Maintaining your crew’s morale and health is 
essential to your success. If the mood on the ship 
starts turning nasty give the crew a shot of rum or 
treat them to a trip down the pub. if health begins to 
flag, up the rations. 

FireAtwnU 

If you want to attack and plunder other ships, then 
use Chain Shot in your cannons — this will rip apart 
your quarry’s sails, bringing them to a halt and leaving 
them vulnerable to a boarding party, if you use Round 


Shot then this is likely to hole your target, and the 
booty will end up at the bottom of the sea. However, 
bear in mind that Chain Shot and Grape Shot have a 
much shorter range than Round Shot. 

To avoid being boarded yourself — or, at least, to 
make sure you have a fighting chance of survival 
should you ever get boarded — make sure that there’s 
at least one unit of small arms for each crew member 
on your ship. Also, remember that a soldier with a gun 
is, perhaps unsurprisingly, four times more effective 
than an apprentice with a gun. 

Never be afraid to run from a fight if you’re losing. 
When you’re starting out, you might want to sell your 
cannon, ammo and repair supplies so that you free up 
some cash and extra room in your hold. Although this 
leaves you unarmed, it also leaves you a lot lighter, so 
you’ll be able to outrun any attackers with ease. 

Finally, although the life of a pirate may sound very 
romantic and exciting, it’s almost impossible to make 
a living from. As soon as you open fire on any native or 
friendly ships, you’ll find yourself the enemy of every¬ 
one and have absolutely no hiding place to run to 
when you’re wounded. 

Damage Control 

The sea is a deadly place. As well as natural dan¬ 
gers such as storms or submerged reefs, there’s also 
the threat posed by rival merchants and pirates to 
deal with. If you think it’s likely that combat will occur 
on your next voyage, buy in a stock of repair materials, 
such as planks, so that you can patch up any damage 
to your ship while still at sea. 

If your ship becomes severely damaged and starts 
taking on water, then it’s sensible to do something 
about it pretty damn quick! Depending on the situa¬ 
tion, unman the cannons or lower your sails so that 
you free up some crewmen — these can then be 
assigned to bilge duty. 

When upgrading your ship, bear in mind that it 
really is a false economy to go for the cheap-’n’-cheer- 
ful options unless you absolutely have to — with the 
exception of sails, lower-quality ship components will 
be damaged more easily than higher-quality ones. 

If you’re a bit short of the readies, and you don’t 
have the cash to go for a full ship upgrade, then the 
next best thing to invest in is an upgrade for your can¬ 
nons - you can’t go wrong with good guns! 
Alternatively, only upgrade one side of the ship — and 
then make sure that you always keep that side ^ 
towards the enemy during combat! 
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I s there no game safe from the cheating hands of 






the Power Up! crew? No way! Yup, if ever you’re 
stuck in a game, don’t waste time tearing your 
hair out or banging your head against the monitor 
in frustration. Instead, consult PC GAMES’ leg¬ 
endary tips section — we’re always here to help. 




Chaos Control 



Philips/lnfogrames 

Please accept my sincerest condolences. If you’re reading this, the chances are 
you’ve bought this abysmal CD-i conversion. Why didn’t you listen to us? Last 
issue’s review condemned it to the Pit Of Software Turkeys for all eternity, but did 
you take heed our advice? Obviously not. 

All is not lost though. Chaos Control is a pretty tough game, and not everyone 
will be able to progress to the latter stages. If this is the case, don’t fret, because 
we’ve found a way of accessing any section of the game, 
but to do it you need a screen dump utility — Screen 
Thief is ideal. 

Before you boot up the Chaos Control, load Screen 
Thief into memory. Now play the game as normal, start¬ 
ing from Level i. Next dump a screen onto your 
hard disk. This drastically slows the game 
down, confusing the enemy and making it vir¬ 
tually impossible for them to hit you. Now all 
you have to do is wait for the level to end, and 
you’ll be able to start afresh on the next! 

Obviously, to skip to the following stages, 
repeat the process. 



MegaTraveller 2 

Action i 6 /Empire 

Here’s another game that’s just been 
released on budget, so here’s a handy 
cheat for all those who’ve only just dis¬ 
covered the delights of Empire’s 
(space)ageing epic. 

To get loads of money, talk to Trow 
Beckett who can be found near the 
University in Rhylander. He’ll give you a 
locator, some coins and a diary. Drop them all, then select give and pick any charac¬ 
ter. Having done this. Trow will offer you a load of cash — anything from forty to over 
2 million credits — in return for nothing at all! Repeat this process until you’ve boost¬ 
ed your bank balance to over 4 billion credits! 


r 


Warriors 




Mindscape 

Cracked a tooth on a stale knuckle sandwich? Fed up with fighting with the 
same old brawling beefcakes? Mindscape’s Warriors is no pushover, especial¬ 
ly the final big guy. The Master. So do you want it easy? You do? Well, try this 
for starters: 

Wait for the main menu to appear before typing the word CHEAT. Having 
done this, another menu bar will appear, allowing access to the Secret Way. In 
this sub-menu, type any or all of the cheat codes you want, enabling them by 
flicking the relevant switchs to ‘on’. 

Right, here are the secret codes for choosing additional characters without 
special moves: 


GARDENER 

NUMBERONE 

MATE 

DUNK 


Tom Teckthe Dwarf. 
Captain Warrior. 
Pamela. 

Scott. 


To play as the all-powerful Master, simply type in ELEVENTH. He’s a tough 
beast and should make the game much easier, especially if you learn all the 
following special moves: 


RiGHT, RiGHT, PUNCH 
RiGHT, RIGHT, KICK 
LEFT, RIGHT, PUNCH 
LEFT, RIGHT. KICK 


Tentacle Grapple. 
Green Power Beam. 
Come ‘ere! 

Summon Evil Spirits. 


In addition to the extra fighters, try tapping on these passwords which 
affect the game in various ways: 

CIRCUS Allows you to fight in the Arena in the two-player mode. 

REPLAY Want to kick ass in the 3D Replay mode? You got it! 

NOPAIN Disables any weapons in the game. 

TYSON The characters now fight without using special attacks. 

SNOWWHITE Both fighters are turned into dwarves! 

NOGAIN Whatever happens, you won’t lose your weapon. 

FINALFIVE The fight is set over five bouts rather than three. 

NBK It’s a knockout — one bout fights only. 

EVILDEATH Gore mode! 

RESURECTION Allows you to continue even when you lose all your lives. 

EASYSPECIALMOVES Fairly self-explanitory, really. 

FORQA Tapping Fi wins the round. 

Hit Fa to skip directly to The Master. 

Boost your energy level by pressing F3 and F5. 
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SintTower 


Maxis 

Well, looky here - a couple of cheats for struggling construction workers. To 
earn loads of cash in Maxis’ nifty skyscraper sim, start a new tower as normal, plac¬ 
ing a section of lobby as far to the left and underground as possible (below level 
B9). Guess what — your starting funds have doubled! Unfortunately it only works 
once per game though. 

However, if you want to build bigger lobbies, try holding down CTRL when plac¬ 
ing the first section of the lobby. To construct a 3-storey lobby, hold both CTRL and 
SHIFT when building. 




Flashback 

Kixx XL/US Gold 

Okay, so it might be an oldy, but it’s just been released on budget so for all 
of you cheapskates who’ve only just bought Delphine’s classic, here is every 
single level code for each of the difficulty levels. 


Easy Level 

Normal Level 

Hard Level 

JAGUAR 

BANTHA 

TOHOLD 

COMBEL 

SHIVA 

PICOLO 

ANTIC 

KASYYK 

FUGU 

NOLAN 

SARUC 

CAPSUL 

ARTHUR 

MAENOC 

ZZZAP 

SHIRYU 

SULUST 

MANIAC 

RENDER 

NEPTUN 

NOWAY 


Syndicate 

Electronic Arts 

Wa-hey, another budget game that we’ve busted to bits! Yep, Bullfrog’s excel¬ 
lent strategy shooter still stands proud against many of the latest releases, but 
entering the following company names will bring it to its knees. 

COOPER TEAM This awards you with a full Cryo chamber, 

complete with all modifications, weapons and 
equipment. Additionally you get 100 million in cash! 

NUK TEAM Dead agents are immediately resurrected. 

ROB A BANK Awards 100 billion dollars instantly. 

WATCH THE CLOCK Accelerates time. 

TO THE TOP Select any mission. 

DO iT AGAIN Having entered the code, press CONTROL 

and C simultaneously to complete a level. 
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Another day, another reader helped. As ever, we regret we cannot give 
out tips over the phone, but if you jot your problem on a piece of paper 
and send it to the usual address, we’ll endeavour to find a solution. 

Dear Cheat Lab, 

I’m stuck on Star Trek: judgment Rites, in No Man’s Land. I have found two of 
the three power items, but I can’t get the third. Where do I get it from? 

Simon Ball, 

Ipswich. 

Hmm, from what you’ve explained I presume the item you’re looking for is the 
locket. The locket belongs to the wounded soldier who can be found lying in the 
trench to the west of the town. Examine him, using the science tricorder to analyse 
his wounds before healing them with the medi-kit. Talk to him about his girlfriend 
and take the letter, giving it to the barmaid inside the inn. When you return to the 
solider, he’ II hand over the locket. With the locket in hand, Kirk needs the TNT from 
the armoury, but TII let you work that one out for yourself 

Dear Cheat Lab, 

I know it’s sad, but I have got Space Ace and haven’t managed to beat Borf yet. 
Can you give me the complete solution? 

Mr K. Jones, 

London. 

Oh dear. You forked out forty quid for Space Ace. The best tip I can give you is 
to take it back to the shop and get your money back. You don’t want to? Okay, be 
like that. Anyway, we haven’t got room for the full solution, but try typing 
DODEMODEXTER or BORF and all will be revealed. 


Dear Cheat Lab, 

I’ve tried everything but no matter what, I just can’t complete Return To Zork. I 
think I’m quite near to the end, but have just come to a halt by the Dwarven Mines. 

I think I have to place various objects on the statues, but I don’t know which ones. 
Please, help me! 

J. Edwards, 

Taunton. 

First of all you need all six pieces of the disc ofFrobozz. If you haven’t got them, 
here’s where they’re hidden: 

The first is found by completing the sliding block puzzle by the ruins, while the 
second can be found by cleaning up the Waif’s present using the soap and water 
found in the kitchen in Snoot’s Farm. Piece three is hidden inside the Boar 
Memorial in the forest, and can only be reached by cracking open the statue using 
the Dwarven sword. 

Number four is inside the ship-in-a-bottle inside Canuk’s shack, while another 
section can be collected by giving a piece of lllumynite to the lighthouse keeper. 
Finally, the last piece is given to you by Cliff from the Comedy Club, but only after 
you’ve told four jokes. 

Next you need to join all these objects together, by visiting the Ancient Ruins 
and placing the following objects on the statues: Witch Itah’s stick, a Vulture talon, 
the Thermos, the Dwarven helmet, the box, the shield and finally the Tele-Orb. 
Place the disc pieces on the altar at the bottom and press the red button to fuse 
them together. 

With the completed disc in hand, visit the map section which is impassable, by 
the Cliffs Of Depression. Throw this at the wall and it will shatter, allowing you to 
continue your quest. Good luck — you’ II need it! 

Dear Cheat Lab, 

I’ve only just got Populous, but was wondering if you’ve got any hints or tips? 

Chris Nicholls, 

Leeds. 

Blimey, talk about getting straight to point! Well, fine, if it’s good enough for 
you, it’s good enough for us, so no, we haven’t got any tips for Populous. We’ve 
got a cheat instead, though. Type KILLUSPAL on the title screen to warp to 
Level 999. Handy, eh? 
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Over £25 off the 
Motorola Micro TAC 
Classic phone PLUS 


the North Pole, five minutes from certain death and thinking, ‘Mf 
I only had a mobile phone I could call for help.** 


Free connection charge 


and free leather carry 
case worth £20! 


No? Well how about stuck at Clapham Common waiting for the 8.45 


to Waterloo (delayed due to atmospheric pressure) five minutes away 
from certain bollocking from the boss and thinking, *1f I only had a 
mobile phone, I could call in and save my job.** Yeah, me too! 

Well, PC GAMES has come up with a solid plan to help you prevent job 
and limb loss and be able to enjoy your favourite magazine, all at the 
stroke of a pen. As a special introductory offer, and because we care, 
you can obtain your very own mobile phone at a substantial discount 
when you subscribe to PC GAMES. 

On Offer! 

On offer are two models of mobile telephone. 

# The Orbitel 902 pocket phone (which normally retails for £70.00) is 
available to new subscribers to PC GAMES for only £19.99 (including VAT). 

# The Motorola Micro TAC Classic (which normally retails for £35.00) is 
available to new subscribers to PC GAMES for only £9.99 


Free! 


Each mobile phone comes complete with an initial free connection 
charge, plus a free custom-made leather carrying case (which usually 
retails for a £20.00)! 




For full information on the phones and tariff rates please call 
Communication 2000 on 0181-9241440. 




And There’s More 


• • • 


And it doesn’t end there. For if you take up this amazing subscription 
offer, not only will you receive your choice of mobile phone at an 
incredible discount, but you will also receive the complete PC GAMES 
subscribers package too. This includes: 

# FREE delivery of PC GAMES to your door each month. 

# Price protection for one year. 

# Fourteen issues for the price of 12, when you subscribe by Direct Debit! 

# Further reductions on the CD-ROM option. 

But you must hurry! if you wish to receive this amazing offer you must 
subscribe now. This offer is available for a limited period only. 











How To Order 

Subscribing to PC GAMES couldn’t be easier. 

Simply select your choice of phone, then complete the subs form below, and send to: 
PC Review Subscriptions, FREEPOST (LE5981), Leicester LE87 4AB 
(Subscribers outside of the UK must pay postage.) 


OR call the subscription hotline on: 

(0858) 468888 (9:30am to 5:30pm) 

(Please ensure to quote source and offer code on telephone orders) 

Please Remember 

• Every once and a while, some poor unfortunate soul is denied credit to use a mobile 
phone. Please keep in mind that EMAP Images is not responsible for the decision, nor 
can we influence it! 

I- 

! PC GAMES Subscription Form 

I Please enter my subscription to PC GAMES, 
j Phone and Direct Debit offer open to UK residents only. 

J Please tick as required: 

I SURFACE POST (12 issues) 

' HD disk option (12 issues) CD-ROM option (12 issues) 

1 □ UK £47.40 □ UK £49.40 

j □ Rest of World £55.00 □ Rest of World £67.00 


© 

DIRECT 

Debit 


AIRMAIL (12 issues) 

Q Europe £65.00 
□ Rest of World £95.00 


□ Europe £77.00 

□ Rest of World £107.00 


TELEPHONE 

□ Orbital 902 £19.99 extra O16) □ Motorola Micro £9.99 extra G17) 

The total amount due is:. 

Name:. 

Address:. 

.Postcode:. 

Offer closes September 30th, 1995. Source code: IJ20. 

Please allow 28 days for fulfilment from receipt of order. Telephones are supplied by Communication 
2000, all applicants must pass a credit check. All correspondence in relation to phones is the duty 
and responsibility of Communication 2000. EMAP Images is not responsible for running credit checks 
nor can we influence them. The following information is required for credit checks when ordering: 

Title:.First name:. 

Surname:. 

Date of birth:. 

Previous address if you have resided at the address above for less than three years: 


Postcode:. 


Daytime telephone:. 


METHOD OF PAYMENT DIREa DEBIT (UK ONLY) a EXTRA ISSUES 

Sort Code: □□ □□ □□ Account Number: □□□□□□□□□□□ 

Account:. 

Holder(s):. 

Bank:.Branch:. 

Address:.. 

.Postcode:. 

Please pay EMAP Consumer Magazines Ltd. Direct Debits from the account detailed on the instruc¬ 
tion. Subject to the safeguards on the Direct Debit guarantee. 

Your Signature(s). 

Date:. 

CREDIT CARD PAYMENT 

Please charge my Visa/Access/Mastercard/Amex 

Card No: nmn nnnn nnnn card Expiry Date: □□ □□ 

Your signature:.Date:. 

CHEQUE 

A cheque is enclosed for £.(sterling) made payable to EMAP Images Ltd. 

The Direct Debit Guarantee... *This Guarantee is offered by all Banks and Building Societies that take part in the Direct 
Debit Scheme. The efficiency and security of the Scheme is monitored and protected by your own Bank or Building 
Society. *lf the amounts to be paid or the payment dates change, you will be told of this in advance by at least 14 days as 
agreed. *lf an error is made by EMAP Images Ltd. or your Bank or Building Society, you are guaranteed a full and immedi¬ 
ate refund from your branch of the amount paid. *You can cancel a Direct Debit at any time by writing to your Bank or 
Building Society. Please also send a copy of your letter to us. Please allow 28 days from receipt of order for fulfilment. 


































Bmk 

Have you missed out on an issue of PC GAMES? You 
have? Well, here’s your chance to attain true gaming 
enlightenment with this superb, value-packed, to- 
be-repeated-again-and-again-and-again offer... 


PC GAMES BACK ISSUES 

Please send me the following back issue(s) of PC GAMES. 

(Please write the issue numbers here) 

I would like the QhD Issue QCD Issue 

I enclose a LJcheque/CHpostal order made payable to EMAP Images for £. 

(Rate per magazine issue: UK — HD £4,95, CD £5.95; Overseas — HD £6.95, CD £7.95) 

Please debit £.from my CJvisa/ClAccess/QMastercard/[Z)AMEX/ODiners card. 


WHAT DO YOU DO... Simply cast your eyes over the very rare and highly 
valuable issues of PC GAMES listed below, pick the ones that you want, 
and then write the appropriate issue numbers down on the coupon at the 
bottom of the page. Oh, and don’t forget to add those other essential 
details, like your name, where you live and whether you’d like the HD or the 
CD issue of PC GAMES. If you live in the UK, the HD issue costs £4.95 and 
the CD issue is a mere £5.95. If you live overseas, the HD issue costs £6.95 
and the CD issue is £7.95. So, write out a cheque or a postal order for the 
total amount (or give us your credit card details), put the coupon and the 
payment in an envelope and send it to: PC GAMES, Back Issues 
Department, Tower Publishing, Sovereign Place, Lathkill Street, Market 
Harborough LE16 9EF. 


No.:. Expiry Date:. 

Signed:. Date:. 

Name:.. 

Address:. 


Postcode:, 


Send this coupon, along with the correct payment, to: 

PC GAMES, Back Issues Department, Tower Publishing, Sovereign Place, Lathkill Street, 
Market Harborough LE16 9EF. 


Please allow 28 days for orders to be fulfilled upon receipt of request. All orders are subject to availability — all titles shown 
are available at the time of this issue going to press, except those with a big ‘SOLD OUT’ stamped across them (obviously). 




prices quoted include the cost of postage. 


Issue 5 


Issue 6 


Issue 7 


Issue 8 


In our first CD issue, we took a 
long hard look at Magic Carpet, LBA, 
Transport Tycoon and Aces Of The Deep. 
And, if that wasn’t enough, we previewed 
Loadstar and DID’s Chopper. On the disk 
we had The Clue! and on the CD there 
was Retribution and LBA. 


In Issue 6 we sank our teeth into 
Ecstatica, took to the skies with US 
Navy Fighters and fumbled our way 
through Kyrandia 3. We also previewed 
every game coming your way in ‘95 and 
on the disks and the CD we featured 
Flight of the Amazon Queen, NASCAR 
Racing, Magic Carpet and Cyberwar. 


You missed Issue 7? Why? We 
had the first review of Origin’s Wing 
Commander 3 and finally got to grips 
with Rise Of The Robots. We also took a 
peek at 3D-Ware and previewed Alone 3 
and Dungeon Master 2, while on the 
disks we featured Bullfrog’s Tube and 
450Mb of The Making Of Wing 3I 


Id Software proved that they are 
the 3D kings with Heretic. Not only 
could you play the Heretic demo but we 
gave you the review, as well as analysis 
of KA-50 Hokum and EarthSiege. We also 
peeked at UFO 2, Sim Isle and Frontier 2. 
And disks? Welt, we had Heretic, US Navy 
Fighters and Descent to keep you happy... 




REBEL 

ASSAULT 




IKIDI5K7 


X-COM (or UFO 2) rose from the 
depths to grace our cover. “It’s wet 
and it’s wild!” screamed the coverline — 
and for once it wasn’t wrong. Also wild (if 
not so wet) were Discworld, Psycho 
Pinball and Descent. On the discs there 
were demos of X-COM, Prem. Manager 3. 
Dark Forces, Alone 3 and Wings Of Glory. 


In another PC GAMES exclusive, 
we took the wraps off Cryo’s Aliens. 
We also previewed hot new titles from 
Gremlin and reviewed Mortal Kombat 2, 
Lost Eden and BioForge. On the HDs 
there were demos of ClockWerx , 
Stardust, while on the CD there was 
BioForge, Lost Eden and Full Throttle. 


The luscious Cammy from Super 
SF2 Turbo (oh, and Tia Carrere from 
The Daedalus Encounter) graced this 
month’s cover, and both games were 
reviewed inside. On the disks there were 
playable demos of CyClones, Darker, 
SSFaTurbo, Slipstream 5000, Tank 
Commander and many more. 


Boba Fett, the galaxy’s meanest 
bounty hunter, graced the cover of 
this issue, heralding the announcement 
of three new LucasArts games, including 
Rebel Assault 2! On the disks there were 
playable demos of Brett Hull Hockey ‘95, 
Ultimate Soccer Manager, Brain Dead 13, 
Thunderscape, Star Trek: TNG and more! 


'WAmoewg Demos} 
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Please Send Cheques/PO s (made out to Premier Mail Order) or Access/Visa/(Switch + Issue No) & 

Deor PCGG08 9-10 THE CAPRICORN CENTRE. CRANES FARM ROAD. BASILDON. ESSEX SS14 3JJ. 
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1830 Railroad & Robber Barons 26.99 26.99 

7th Guest / Dune. 

1th Hour, 

1942 Pacific Air War. 

. IV NETWORKS. 

,-Train & Construction Kit. 

A10 Tank Killer. 

Absolute Zero. 

ACES COLLECTORS EDITION 

Aces of Cards. 

Aces Over Europe. 

Aces of the Deep 


Aces of the Deep Exp Disk. 

ACROSS THE RHINE. 

AD&D Action Trilogy. 

AD&D TRIPLE TRILOGY. 

Addiction 

Advantage Tennis. 

Aegis Guardian Of The Fleet. 

Air Bucks 1,2. 

Air Havoc Controller. 

Air Power (Airship). 

Aladdin. 

Alex Dampier's Pro Hockey '9526.99 26.99 
Alice in Wonderland 

Alien Legacy. 

Alien Logic. 

Olympi 


Al Unser Jr's Arcade Racing . 

Amazon Queen. 

Another World. 

APACHE LONGBOW. 

Arcade Pool. 

Archer Macleans Pool. 

Armored Fist. 

Assault Rigs. 

ASTERIX - CAESARS CHALL, 

ATP. 

ATP v5.0. 

ATP -r East & West USA. 

ATP 3D Adv Graphic System ...27.99 

ATP Canada - Montreal.19.99 19.99 FS5 

ATP Canada - Toronto.19.99 19.99 FSB 

ATP Great Britain.24.99 FS5 

ATP E or W USA Scenery EGA 29.99 - FSS 

ATP E or W USA Scenery VGA34.99 34.99 FSS 

ATP Flight Controls Driver vl.O 17.99 . FS5 

ATP New Facilities Locator.12.99 . FS5 

ATP Western European Tour...16.99 . FSB 

Award Winners Platinum .22.99 22.99 

Awful Green Things From Outer Sp .24.99 

B17 Flying Fortress. 

Baldie DOS or Windows.... 

Battle Bugs. 

Battlechess Compilation.... 

Battledrome • Metal Tech.. 

Battles in Time. 

Battle Isle 2. 

Battle Isle 2 Titans Legacy 

BC Racers. 

Beat the House. 

Beavis & Butthead Screen Saver .14.99 

Beneath A Steel Sky.22.99 32.99 

Bioforge. 

Bitmap Compilation, 


29.99 

32.99 

29.99 29.99 

26.99 27.99 

.14.99 . 

,12.99 . 

-26.99 

.29.99 

16.99 


Essential Guide to Better Sex .. 


— 19.99 

Excellent Games (Compilation) 26.99 . NAVY STRIKE 

Extractors. .22.99 NBA 95 

Eye of the Beholder 1 


FI Manager. 

F117A Stealthfighter. 

F14 Fleet Defender. 

F14 Fleet Def/Subwar 2050. 
F14 Fleet Defender D/Disk.. 


14.99 . FIB Strike Eagle 2 c 


.27.99 27.99 

.13.99 . 

.27.99 29.99 
.17.S 


-29.99 

.22.99 22.99 

. .27.99 

)2.99 

12.99 - 

. -22.99 

.27.99 29.99 
.22.99 


19.99 
26.99 26.99 

.29.99 

19.99 


Falcon 3.0. 

Falcon Gold .. 
Fields Of Glory.. 


First Encounters/Elite 3.. 


r 3 12.99 . 

.16.99 19.99 

.12.99 12.99 

.27.99 29.99 

.29.99 . 

.13.99 . 

.12.99 12.99 

.12.99 12.99 

.26.99 26.99 

.12.99 12.99 

- -29.99 

.12.99 12.99 

.26.99 26.99 

.26,99 26.99 

. 26,9927.99 

. .16.99 

.27.99 27.99 

19.99 


26.99 26.99 Tiny Troops.22.99 26.99 

-13.99 TirNaNog. .29.99 

27 99 29-99 Tom Landry Strategy Football. 19.99 
.36 99 TOP GUN. *-i 

12.99 - Total Distortion 

-29.99 Tower Assault . 

.19.99 . Tower of Souls. 

Nigel Mansell's World Champ. 8.99 12.99 Track Suit Manager.. 

Nomad. 

Northlands. 

Novastorm. 

Old Timer. 

On the Ball W Cup i 
Operation Body Count. 


NHL Hockey. 

NHL Hockey '95 
Nicky 2 


- 32.99 Track Suit Manager 2. 

19.99 19.99 Trans Express. 

.31.99 TRANSPORT TYCOON .. 


..19.99 22 
.22.99 22 
..16.99 
...17.99 19 
...22.99 22 
..29.99 29 


_32.99 Transport Tycoon World Editor 14.99 ^ 

— 22.99 Turning Points. 

r League ..22.99 26.99 UFO Enemy Unknown.. 


Fist... 

Fifth Fleet 

Flashback. ^ 

Flight Assignment; ATP (vB.O) .29.99 29.99 
Flight Assignment: Air Force ““ 

Flight Assignment; Seaplane 
Flight Commander 2 


..19.S 

..22.99 . 

..12.99 . 

.. -27.99 

..12.99 - 

.. 9.99 13.99 
,.25.99 27.99 

29.99 

26.99 

..22.99 - 

..29.99 29.99 

56.99 


• 29,99 

.. .19.99 

.27.99 29.99 

FLIGHT SIMULATOR 5.1.29.99 29.99 

BRITISH ISLES.19.99 19.99 

Canada - Montreal (v5.0) 19.99 19.99 


Canada - Toronto (vS.O) ..19.99 19.99 

- Canary Islands.22.99 . 

Caribbean or Japan.15.99 - 

Scenery Designer Tool....24.99 - Pirates Gold.. 

East or West England.19,99 - Pitch Perfect Golf.. 

Europe 1.24.99 - Pizza Tycoon.. 

Final Approach . 


FS4/5 ■ Grand Canyon Scenery 7.99 


Overdrive.. 

OVERLORD. 

Pacific Strike. 

Panzer General. 

Patriot. 

Perfect General 2....... 

Perfect General 2 Scenario.. 

Peter Gabriel Explorer. 

PGA Tour Golf +. 

PGA Tour Golf 486. 

Pinball Dreams. 

Pinball Dreams 2 O/Disk. 

Pinball Fantasies. 

Pinball Magic. 

PINBALL MANIA. 


..27.99 . Playboy Screensaver.. 


-31.99 Ultima 7 (The Black Gate). 

..13.99 - Ultima 8 (Pagan). 

..26.99 8.99 Ultima Underworld. 

..24.99 . Ultimate Backgammon. 

..27.99 27.99 Ultimate Body Blows. 

Ultimate Soccer Manager.... 

Under A Killing Moon. 

Universal Warrior. 

_ Universe. 

.. 12.99 - Unnecessary Roughness. 

- 34.99 USS Ticonderoga. 

Virtua Chess. 

Virtual Pool. 

Virtual Worlds. 

Virtuoso. 

Visions of Glory (Windows) 

Vital Light (Windows). 

Voyages of Discovery.. 

Voyeur. 


- 29.99 

- 19.99 
• 32.99 


..22.99 25.99 

..13.99 - 

..24.99 25.99 

.. 7,99 - 

..21.99 - 

..12.99 12.99 
.. -—-31.99 
..29.99 29.99 


.. -34 

..12.99 - 
. 32.99 39 
..12.99 - 
..16.99 - 
..19.99 19 
.22.99 22 

.. -39 

...12.99 13 
...26.99 26 
...26.99 26 


Player Manager 2.. 


-14.99 Wacky Wheels.. 


FS4/5 • Hawaii or Tahiti Scenery 7.99 - Police Quest 1 c 

• Italy. - 4 

Las Vegas.. 


..26.99 


27.99 


..27.99 


Midlands Combo. 

Navigator 5 ,. 

New York or Paris 

PRE-FLIGHT.27.99 - 

Ralleye Around the World 22.99 


29.99 . Populous 2 & Powermonger 


36.99 

22.99 

Blackfiawk.26.99 29.99 

Blind Date. .26,99 

Bloodnet.27.99 27.99 

Bloodstone. .12.99 

Bobby Fisher Teaches Chess ...19. 


Scotland & Ireland... 
Southern England .. 
UNITED KINGDOM.. 
Washington.. 


12.99 12.99 

26.99 26.99 

22.99 26.99 

-29.99 Football Glory. 

26.99 - Formula One Grand Prix . 


.17.99 Game Gun. 

22 99 22.99 GAZILLIONAIRE (WINDOWS) 
22.99 - Ghosts 

■ 

Golf (Domark) 

Graham Gooch Cricket 
G Gooch - 94/95 Data Disk. 


Powerdrive 

13.99 - Powergame 2 . 

Powermonger. 
Powerslide. 

19.99 . Power House.. 

26.99 - Power Tactics 


..15.99 19.99 Warcraft Ores & Humans. 

..12.99 12.99 Wargame Construction Kit 3. 

_ -27.99 Warriors. 

.10.99 - Wembley Rugby League. 

..12.99 12.99 Wheel Spin. 

19 99 19.99 WINDOWS 95 (UPGRADE).... 
..24.99 . Wing Armada 


. 26.99 29 
-17 


..22.99 26 
..19.99 - 

..- 2 

..79.99 79 
..29.99 3 

!!ii! 99 - Wing Commander Academy.... 10.99 - 


26.99 Wing Commander 1 

26 99 26.99 WING COMMANDER 2.13.99 i: 

22.99 - W Com 2 Spec Ops 1&2 + Spch13.99 

49 99 39.99 PREMIER MANAGER 3 .22.99 22.99 Wing Commander 3 ..... ----- 3 

,26.99 . Prem Man 3 Multi Edit System 10.99 Wing Commander 3 - Clue Book 11.99 1 

Prince Interactive •«»- /-la r-i 


29.99 . Prince of Persia 

29 99 32.99 PRISONER OP ICE 

Privateer. 

Protect X. 

PSYCHO PINBALL 
PyrotechnicB 


Gingerbread Man.. 


G Gooch - Battle for the Ashes 8.99 - 


16.99 
.24.99 27.99 
.22.99 22.99 
.12.99 12.99 
.26.99 26.99 

32.99 
. -27.99 

.24.99 

.29.99 

28.99 

. -26.99 

.22.99 22.99 Railroad Tycoon. 

8.99 . Railroad Tycoon Deluxe.. 


QEMM GAMERUNNER. 

QEMM V7.5. 

Quantum Gate. 

Quarterdeck Cleansweep.. 

Quarantine. 

Quest for Glory 4. 


Body Slam Wrestling.. 

Breach 3. 

Bridge Champion ■ 0 Sharif.. 

Bridge Master. 

Brutal.. 


Burt 


j 13... 


In Time... 

Burning Rubber. 

ng Steel 3. 

Burntime. 

Buzz Aldrins Race Into Space... 

Cadillacs & Dinosaurs. 

Caesar Deluxe. 

Campaign 2. 

CANNON FODDER. 

Cannon Fod/Beneath Steel Sky 

Cannon Fodder 2. 

Capstone Action Pack. 

Card Players Paradise. 

Cartoon Carnival. 

Cartoon Maker. 

Car & Driver. 

Carrier Command. 

(Celebrity Poker. 

Central Intelligence 


12.99 13.99 

26.99 26.99 

26.99 26.99 

.16.99 . 

.26.99 26.99 
.26.99 26.99 

. .27.99 

.19.99 . 

. .27.99 

.19.99 19.99 

.10.99 

.29.99 

.12.99 . 

12.99 12.99 
12.99 29.99 

29.99 


Great Naval Battles 1.. 

Great Naval Battles 3. 

Gremlin Triple Compilatio 
Guilty. 

Gunship 2000. 

Hammer of the Gods. 

Hand of Fate. 

Hannibal. 

Hardball 3. 

Hardball 4. 

Harpoon Classics. 

Harpoon 1 


.,12,99 12,99 
.. .27,99 

!;22.99 29I9 
..12,99 12.99 

.26.99 

.. .12.99 

..19.99 . 


Rally - Network Q RAC.. 

Raptor. 

Ravenloft II - Stone Prophet. 

Reach For The Skies. 

Rebel Assault. 

Red Shift. 

Renegade. 

Renegade Missions. 

Retribution. 

Reunion. 

Return To Ringwortd. 

Ring Cycle. 


.12.99 12.99 Rise of the Robots (SVGA) 

.29.99 . RISE OF THE TRIAD. 

Harpoon 2 Cold War Battieset. 15,99 . Robinsons Requiem. 


Harpoon 2 v2.0,. 


.. -36.99 Wings Of Glory. 

..10.99 - Wolfsbane.13.99 1 

.. -27.99 Woodruff & Schnibble. .2 

29 99 12.99 WORLD CLASS RUGBY 95.13.99 1 

..13.99 . World Cup Golf. . 

...25.99 27.99 World Cup Year '94.22.99 

...19.99 . World of Golf.19.99 

...39.99 — World Tennis. . 

...59.99 — Worlds at War. 8.99 

...29.99 29.99 Worlds of Legend.14.99 1 

...34.99 - Worms.19.99 2 

...26.99 26.99 X-Com: Terror from the Deep ..32.99 3 

. . 27.99 X-Wing - Collection.27.99 3 

... -27.99 Xenobots.10.99 

...12.99 12.99 Zig Zag.27.99 

... .22.99 Zorro ... 

...13.99 13.99 
...22.99 22.99 
...27.99 27.99 

...12.99 - 

... .29.99 

... -44.99 

... .29-99 

16.99 
...26.99 26.99 
...27.99 27.99 
... 26.9929.99 

29.99 
...27.99 29.99 
...22.99 22.99 
...26.99 26.99 


10/10 English 16-161.18,99 18.99 Borland Turbo C-IDosI v3.0 59.99 

10/10 French 18-191.18.99 18.99 Bubble Help . 14.99 

10/10 Junior Essentials 5-11.. -18.99 CLEANSWEEP 

10/10Maths-Algebra6-16....18.99 - CompuServe Irito Manage. 

10/10 Maths - Number 6-1)....18.99 18.99 --- ‘ 

Add & Subtract (4-8 Years). 9.99 - 

Alge-Blaster 3 (14+ Yrs).27.99 27,99 

Alge Blaster + (14 +Yrs).24.99 — 

Alphabet, Numbers & Shapes 3-6 -24.99 


Berlitz Think & Talk French 
Berlitz Think & Talk German 
Berlitz Think &Talk Italian.... 
Berlitz Think & Talk Spanish 
Better Maths (12-16 Years).. 
Better Spelling (8+ Years).... 

Biology (12-16 Years). 

Butterflies of the World. 

Cave Maze (8-13 Years). 

Chemistry (12-16 Years). 

Cute & Cuddlies. 

Creepy Crawlies. 

Dictionary of the Living World 

Dinosaurs (MDI). 

DK Encyclopedia of Nature. 

DK Encyclopedia of Science.... 

DK Incr Cross-Sections. 

DK History of the World. 

DK My First Incr Amazing Diet 
DK P.B. Bears Birthday Party... 
OK The Ultimate Human Body 

DK The Way Things Work. 

DK Ultimate Sex Ois( 

DK World Reference Atlas. 

Emperor's New Clothes. 

Family Doctor 3rd Edition. 

Firefighter (7-12). 

Fischer Price A-B-C's (3-5). 

Fischer Price 1-2-3'8 (3-5). 

F Price Dream Doll House 3-5.. 
Flying Colours (8+).. 

Flying Fingers 


- 22.99 

. -14.99 

-99.99 

.99.99 

. -99,99 

. .99.99 

.13.99 - 

.13.99 - 

..13.99 . 

.22.99 

,.10.99 . 

..13.99 . 

.22.99 

..22.99 22.99 

.30.99 

.29.99 

.39.99 

.39.99 

.25,99 

-39.99 

-25.99 

.25.99 

.39.99 

.39.99 

.32.99 

-44.99 

13,99 
.12.99 

-17.99 

.24.99 

-24.99 

.24.99 

27.99 27.99 

22.99 


Contemporary Uninstaller v2 39,99 . 

Coral Draw 3. 84.99 59.99 

Coral Draw 4.139.99109.99 

Coral Draw 5. 

Coral Flow. 

Corel Gallery. 

Corel Paint 5 +. 

Corel Professional Photos, 

Corel Ventura 4-5 Upgrade 

Corel Xmas Bundle. 

Delrina Winfax Pro v4.0. 

Dr Fonts (Windows). 

First Aid for Windows. 

Freeway A/'s Master Coll... 

GST First Press. 

GST First Design. 

Instant Accounting. 

Intuit Quick Tax Return '95 
Intuit Quickinvoice 


G086 In Search Of Dr Riptide . 

G087 Corncob 3d. 

34.99 - G088 Cannon Fodder. 

G089 Descent. 

G090 Spectrum Emulator. 


nings.. 
5 3d.... 


59.99 

- 19.99 

. 79.99 

49.99 


59.99 . G094 Catacomb Abyss 3 

32.99 G095 Cd Man 

G096Galacta . 

G097 Desert Storm Command. 

G098 Nightmare 3d. 

G099 Corridor? . 

75 99 . G100 Stalker. 

. 9.99 GlOIZentsis. 

39.99 . G102 Monopoly. 

59.99 . G103 Rev Of The Mutant Stones , 

22.99 . G104 The Great Paper Airplanes , 

35.99 - G105 Rise Of The Triad. 

89.99 - G106Boppin. 

35.99 . G107 Wrath Of Earth. 

35.99 . G108 Operation Body6 Count. 


Intuit Quicken for Windows v4 35.99 


i.uu.k ___ _ G111 Brudal Saddle 

Intuit Quicken DIx Home Pack59,99 - G112Darkwolf. 

Intuit Quicken DIx Business Pack 59.99 - G113AntRim 

- 29.99 ... 


Key CAD Complete (DOS) 
Key CAD Complete (WIN)... 
Key Calender Plus (WIN).... 
Key Database Pius (WIN).... 

Key Drew Plus (WIN). 

Key Draw Plus (DOS). 

Key Form Designer Plus. 

Key Optimiser Plus (WIN)... 

Key OrgChart (WIN). 

Key Photos (WIN). 

Key Project Manager (WIN) 

Key Translator (WIN). 

Landmark Datasafe. 

Landmark Uninstsll-lt. 

Landmark Winprobe 


G114 Walls Of Brattock. 

G115 Krypton Egg . 

29.99 . G116Tubular Worlds. 

29.99 . MUSIC 

29!99 . M001 Second Reality. 

39.99 . M002 Midi Files Iv . 

29.99 .— M003 Midi Files V. 

29.99 . M005 Drum Blaster . 

29.99 . M006 Midi Files I . 

- 13.99 M007 Midi Files II. 

29.99 . MOOS Midi Files III . 

29.99 


Microsoft Plus for Windows 95 35.99 35,99 
34.99 


Fraction Goblins (8-13 Years)..10,99 . Landmark Triple Pack 

F School 2-6 or 6-8 or 8+. 8.99 . .- - 

F School 5 In Dreamland (4-7).19.99 19.99 

F School 5 In Space (6-7).19.99 19.99 

F School 5 In Time (8-11).19.99 19.99 

F School Science & Ecology....19.99 19.99 

Grammer Games (10+).24.99 . 

Grolier Encyclopaedia (OEM).. -22.99 

How Many Bugs in a Box? (3-6) 


M009 Windows.v 

49.99 - M010 Windows .wav Vol 2 . 

34.99 - M011 Reversed Evolution ... 

49.99 . M012 Journey Music Disk... 

__ ... .119.99 . M013Technoholic Demo. 

Lotus Organiser. 109.99 . M014 Chaotic Mind . 


MS Works for Windows v3.0 119.99 

24.99 . MS DOS v6.22 (Upgrade) 

MS Money for Wint 


279.99 - M017 Gf Music .. 


SPECIAL OFFERS 


Harrier Jump Jet 

HARVESTER. 

Heimdail 2. 


Harpoon 2 Scenario Editor.16,99 - Rome AD92 

Harpoon 2 W Pacific Battieset..15.99 . Rugby League Boss 

•• • • 12.99 12.99 Rugby League Manager.lo.ss . 

. 32.99 Rugby Lge Track Suit Manager 16.99 19.99 

26.99 26.99 Sam & Max Hit The Road.16.99 26.99 

-29.99 Sci Fi Collection. 

32.99 32.99 Scrabble. 

.13.99 Screamball - Ultimate Pinball ..24.99 24.99 

26.99 . Seal Team.12.99 12.99 


22.99 . HERETIC. 

-19.99 Heroes of the 357th + F29 . 

-31.99 Hexx-Wizard. 

.17,99 HIDDEN WORLDS . 

19.99 . High Seas Trader. 

,12.99 . History Line. 

4.99 . Hokum KA-50. 

26.99 26.99 Hunters of Ralk. 

26.99 International Open Tennis, 


7th Guest (OEM). 

Alien Lowe (OEM). 

Alone In The Dark. 

Betrayal at Krondor (OEM). 

Bloodnet (OEM). 

Cannon Fodder (OEM). 

Civilisation(OEM). 

COMMANCHE (OEM). 

Command Adventure Starship 

Cyclones (OEM). 

__ Dark Legions (OEM). 

10.99 . Dark Sun Wake of Rav OEM. 

9.99 12.99 Dark Sun Shattered Lands OEM 

16.99 . Day Of The Tentacle (OEM). 

Dogfight. 

Dragon’s Lair. 

1^99 - Dune (OEM). 

20.99 . Eight Ball Deluxe Pinball. 


-16.99 

-17.99 

-16.99 

-18.99 

-17.99 

.17.99 

.15.99 

.19.99 

. 9.99 

-17.99 

-16.99 

.17.99 

.17.99 


Hutchinson Multimedia Enc 
Incredible Coloring Kit (2-7) 

ITN World News 92 + 93. 

Junior Typist. 

Kid Cad (7-14). 

Kid Keys (4-8). 

Kid McGee (Data Disk). 

Kid Phonics (4-7). 

Kid Pictures (Data Disk). 

Kid Pix. 

Kid Rhymes (Data Disk).13.99 -— 

Kid Works 2 (4-14).27.99 27.77 

Learn French with Asterix & Son -32.99 

Learn Spanish with Asterix & Son -.32.99 

Learn to do DTP. 

Macmillan's Diet for Children.. 

Maths in a Nutshell. 

Magic Maths (4-8 Years). 


MS Office Professional.549.99549.99 

_ MS Publisher v2.0. 79.99 79.99 

22 99 - MS WINDOWS 95 UPGRADE 79.99 79.99 

MS Windows 95 (From DOS Upg)159.99 . M024 Un; 

O/S2W8rpv3.0. 69.99 64.99 

PFS First Choice (DOS) 


_ M018 Sequences Plus V2.0. 

49.99 . M019 Sound Effects Voc Files.. 

v3.0 34.99 . M020StarTrekVocFiles . 

M021 Blaster Master. 

M022 Xtrackes. 

M023 Inferno . 


-29.99 

13.99 - 

24 99 24 99 t • i.!»» wnwivw .. -- 

22199 PFS First Publisher . 25.99 M027 Screann Tracker VB.O ., 

17 99 - PFS Publisher for Windows. 25.99 M028 Music Ease. 

_27.99 PFS Window Works . 32.99 32.99 M029 Untitled Demo 

13.99 - PFS Window Works + (Win) 49.99 M030 Versus Demo .. 

12.99 - Platinum Fonts (Win). . 12.99 M031 Assembly 94 Demo 

Platinum Multimedia (Win). . 12.99 

Platinum Publisher (Win). — 12,99 

Platinum Utilities (Win). . 12.99 


..1.25 

,,1.25 

..2.50 

.,2.50 

..2.50 

..1.25 

..1.25 

..1.25 

...1.25 

...1.25 

...1.25 

...2.50 

...1.25 

...1.25 

...1.25 

...1.25 

...1.25 

...1.25 

...3.75 

...1.25 

...2.50 

...2.50 

...1.25 

...1,25 

...1.25 

...1.25 

...1.25 

...1.25 

...1.25 

...1.25 

,...2.50 
...,1.25 
,,,.1.25 
....1.25 
....1.25 
....1.25 
....1.25 
....1.25 
2 50 
....2.50 
2 50 
.,..1.25 
,...1.25 
....1.25 
....1.25 


M032 The Good The Bad & The Ugly .,.. 
M033 All For Love .... 

M034 Music From The Addams Family.. 


QEMM v7.5. 59.99 - M035 Addams Family Theme.. 


29.99 Quarterdeck Cleansweep.. 


34.99 M036 Achy Breaky Heart 

15,99 QuattroProvS. 45.99 M037 Were You There.. 

- Sage - Instant Accounting ... 119.99 M038 American Pie, Imagine & 

_ Sane - Instant Pavroll (Win). 89,99 M039 Blues Collection Vol 1 




13 99 —— Sage - Instant Payroll (Win). 89,99 - M039 Blues 

27.99 27.99 Sage - Stg Payroll (D or W). 189.99 d..— 

27.99 27.99 Sage ■ Stg Bookeeper v7.0 . 75. 


Math Blaster Gt Brain Robbery 10+27.99 - Sage - Stg Bookeeper (Win) 115.99 


Math Blaster Mystery (10+) 
Maths Blaster Plus (6-12).... 
Maths Dragons (5-12 Years). 


Sage - Stg Accountant v7 (D) 229.99 

..24.99 - Sage • Stg Accountant (Win) 259.99 

Sage - Stg Accountant + v7 329.99 


Maths Mania (8-12 Years),...!!:! i 3:99 . Sage - S^tg Accountant + Win 369.99 -— SP"J n 

McGee (2-4), . Sane - Sto Fin Controller v7 429.99 - M047 Black Or Whi 


McGee Series (2-4). 

McGee Schooldays (2-6) 

Mooky-Oke (2-8). 

MS Bookshelf'95. 

MS Explores the Human Body 
MS Explores the Solar System 


Champ Manager Compendium 19.99 . INDY CAR RACING 


12.99 - Great Naval Battles 2 (OEM). 

29.99 Isle of the Dead. 

22.99 Jutland (OEM). 

22.99 Kings Quest 6 (OEM). 

Leisure Suit Larry 6 (OEM). 


Champ Manager End of Season 11.99 


r Italia 95.. 


Champ ManaO' 

Champions of Sport 

Chaos Control. 

Chaos Engine. 

Chess Challenge. 

Chessmaster 5000 (Win) 

Chessnet. 

CIVIL WAR . 

CIV NET (WINDOWS). - 

Civilisation DOS or Windows...26. 
Civilisation/Railroad Tycoon.... - 

Classic Coll - Delphine.19, 

Classic Coll - Lucas Arts 


19.99 . 

13.99 13.99 
28.99 

19.99 . 

16.99 16.99 

26.99 26.99 


19.99 . Iron Cross .. 


Indy Car Track Pack. 

Indy Fate Of Atlantis Adv 

Inferno. 

Inherit The Earth. 

Innocent Until Caught 2. 

Inordinate Desire. 

Iron Assault. 


Iron Forces. 

Jagged Alliance. 

JAZZ JACK RABBIT. 

Jetstrike 

Jimmy White's Snooker.. 
J Nicklaus Unlimited.. 


-14.99 Secret Of Monkey Island 1 or 212.99 . Gabriel Knight ........... 

269926.99 Secret Weapons Of Luftwaffe..12.99 - Gabriel Knight (OEM) 

. 26.99 27.99 SWOTL P38 or He162 D/Disk. 

,.26.99 . Sage OfAces (Compilation)., 

..27,99 27.99 Seaworthy. 

.27.99 SENSIBLE GOLF. 

19 99 8.99 SENSIBLE WORLD OF SOCCER .19.99 26.99 

..12.99 - Sentient. 

..12.99 - Settlers. 

..27.99 31.99 Shadowcaster. 

..26.99 . She Queen Death Machine 

..26.99 . Sherrington Fox. 

..16.99 16.99 Shoot'emOff. 

.. .24.99 Silent Hunter. 

.. .24.99 Silent Service 2. 

.27.99 Silverload. 

..22.99 26.99 Sim City 2000 . 

..22.99 24.99 Sim City 2000 Scenarios 1 


56.99 

34.99 
34.99 
34.99 

Multimedia Workshop (10+).... -.39.99 

My Favourite Monster (4-10)... -24.99 

Nigel’s World (7-12).22.99 24.99 

Noddy's Big Adv or Playtime 3-719.99 


9.99 . MS Ultimate Haunted House 

-15.99 

16.99 - 

12.99 12.99 
8.99 


..14.99 . Ocean Escape (3-7).. 

-17.99 One Tribe (Windows)..., 

-17.99 One World (Windows).. 

.. 8.99 . Our Solar System. 

.16.99 Perfect Resume (CV). 

. 14 99 Physics (12-16 Years) ... 

Picture Fractions (7-10).. 


13.99 . Sage • Stg Fin Controller v7 429.99 - M047 Black 

24.99 . Sage - Stg Fin Controller Win 459» 8 aaoqi.._i 

27.99 27.99 Serif Page Plus v3.0 (Win). 

-17.99 Softkey labels Unlimited ... 

Softkey MPC Wizard 3.0 Win 
Softkey PC Paintbrush Win . 25.99 
Softkey PC Paintbrush 5 + .. 25.99 
Softkey Photofinish 3.0 (Win) 42.99 42.99 

Softkey Ultrafax (Win). 22.99 

TAS Books 1 (Single User}.. 99.99 
TAS Books 1 (LAN Version). 169.99 
TAS Books 2 (Single User).. 549.99 
TAS Books 2 (LAN Version). 799.99 
TAS Payroll (Single User)..., 99.99 
TAS Payroll (LAN Version).. 169.99 


M040 Blues Collection Vol 2. 

M041 3 Songs. 

M042 Too Hot For My Chinchilla . 

M043 A Collection Of Beatles Songs. 

M044 More Beatles Tunes. 

M045 3 Miscellaneous Beethoven Files... 

Happy. 


-- 34 99 Lost in Time (Parts 1 & 2).16.99 . Prescription Drugs Guide 

26.99 . Mad Dog McCree 1 or 2 (OEM) -16.99 Prof Looks at Words (4-9) 

Maelstrom 


12.99 12.9- 

16.99 . Menzoberranzan (OEM).. 

. 29.99 NASCAR (OEM). 

17.99 19.99 Outpost (OEM). 

27.99 . Panzer General (OEM).. 

12.99 12.99 Ravenloft (OEM). 

-29.99 Rebel Assault (OEM). 

Red Baron.. 


9.99 Prof Makes Sentences (4-9). 

• 17.99 Rand Mcnally USA Atlas. 

- 19.99 Read 'N Roll (9+). 

-21.99 Reading & Me (3-5). 

-17.99 Reading Adventures in Oz (4-9) 22.99 . 

-17.99 Reading Blaster (7-10)._27.9927.99 

-22.99 Reading Rainbow. .12.99 


24.99 

39.99 

29.99 
-12.99 

27.99 27.99 

13.99 - 

10.99 - 

-12.99 

9.99 - 

9.99 - 

.29,99 

24.99 

22.99 


M048 Blue Eyes . 

49.99 . M049 Break Down. 

32.99 - M050 Christmas Music . 

- 13.99 M051 Classy Music . 

- M052 Soothing Music. 

25.99 . M053 Colour My World. 

M054 War-time Music 

M055 Come Back. 

M056 The Theme From Doogie Houser. 

M057 Fly Me To The Moon. 

M056 Aqualung. 

M059 Baby I Love Your Way. 

OVER 18's 

X001 Pinups 2. 

X002 Corporate Scumbags. 


Turbocad v2.0 (Windows)... 75.99 
Video Director v2 (Windows) 89.99 . X003 Adult Games 2 . 


Visio v3.0 

Visio v3.0 (Windows) 

Visual Basic Pro. 

WordPerfect Infocentral. 59.99 

Wordstar Laptop Collection 29.99 
Wordstar for Windows v2.0 35.99 35.99 


PD & Shareware 


____ __ _ 12.99 . Red Baron Data Disk.. 

22!99 22^99 Sim City 2666 Urban Renewal 13.99 - Return Of The Phantom.. 

12.99 13.99 Sim City Deluxe.. 


Club Football - The Manager ...22.99 . J Nicklaus Signature Edition 


Cohort 2., 

(i^olossus Compilation. 

Colonisation. 

Combat Air Patrol. 

Combat Classics 3. 

Command and Conquer. 

Complete Chess System 2 ., 

Conquered Kingdoms. 

Conspiracy. 

Corporate Colonies. 

Covergirl Poker. 

Creature Shock. 

Cyber Judas. 

Cyberia 

Cyberace. 

Darker. 

Daring To Fly (Windows).... 
Day Of The Tentacle .. 

Day Of Tent/Indy/Sam 

D-Generation. 

Daedelus Encounter... 

Damnesia. 

Damocles. 

Darker. 

DARK FORCES. 

Dark Seed. 

Dark Seed 2. 

Daughter of SerpEnts 


19.99 - Johnny Mneumonic.. 


ity Di 

SIM CITY ENHANCED.. 

Sim Classics Compilation.. 


..12.99 14.99 
..24.99 26.99 
..26.99 29.99 
-.22.99 22.99 
- 29.99 
..26.99 26.99 
..27.99 . 


Jordan in Flight.. 

Jungle Strike. 

Kaleidosonics. 

Kasparovs Gambit., 


Dawn Patrol.. 


Deathgate. 

.26.99 

Delta V. 

Demolish Em Derby. 

Descent. 

Desert Strike. 

27.99 27.99 
-31.99 

26.99 29.99 

22.99 22.99 


.12.99 

Discoveries of the Deep. 

DISeWORLD 

.27.99 

27.99 32.99 
27.99 29.99 

Doom. 

Doom Add - 0ns. 

Doom Addons (Wolfdoom etc 
Doom D/Disk 1 or 2 or 3 or 4.. 
Doom Editor Pack. 

‘■.'1™. 17.99 

8.99 . 

8.99 . 

9.99 - 





Doom 1&2 Accessory Pack.... 

.17.99 


Doom 2 Extra Levels Vol 1. 

Doom 2 Editor Pack. 

8.99 . 

8.99 . 

DRAGONS LAIR. 

Dragonsphere. 

Dr Dragos Madcap Chase (Win 

Dr Dragos + Joypad (Win). 

Dreamweb. 

. . 9.99 

.12.99 

.24.99 

.29.99 

.26.99 26.99 

DUNE.. - 8.99 


Kick Off 3 - Euro Champs. 

Kingdom: The Far Reaches.. 

Kingpin. 

,, - 8.99 Kings Table. 

.24.99 Kings Quest 1, 2, 3. 4 or 5. 

..12.99 12.99 Kings Quest 1-6 Collection... 

.. -31.99 Kings Quest 7. 

.27.99 KLIK AND PLAY. 

-32.99 Knights of the Sky. 

,. -12.99 Konquest. 

-.19,99 . Krazy Ivan. 

-.26,99 . Kyrandia 3. 

.. 16.99 26.99 LANDS OF LORE. 

& Max ..29.99 . Leading Lap. 

.12.99 12.99 Legend of Kyrandia. 

. .29,99 Legends of Valour. 

. 22.99 Legions. 

.24.99 29.99 Leisure Suit Larry 1 or 2 or 3 

.19.99 22.99 Leisure Suit Larry 1 - 6 Coll. 

. 36.99 Lemmings Double Pack. 

.14.99 14.99 Lemmings 1 & 2. 

. 27.99 Lemmings 3. 

.12.99 . Lemmings 3D. 

.27.99 27.99 Link Worlds. 

Links 386 Pro. 

Links Banff.. 


..12.99 12,99 

.12,99 

.. .29.99 

.12.99 12.99 
..22.99 22.99 

19.99 
9.99 

..19.99 19.99 

29.99 
.,12.99 12,99 
...19.99 19,99 
...12.99 . Space Federation 


Sim Tower.. 

Sim Town. 

SIMON THE SORCEROR 2.. 

Simon The Sorceror. 

Skidmarks. 

SLIPSTREAM 5000. 

Soccer Kid. 

Space Academy. 

Space Ace.. 


..27.99 - Split Screen Soccer Manager.. 8.99 . Speed Reader (14+) 


“l2.99 --- Reasoning With Trolls (5-12)...10.99 - G002 lamers .......... 

_ 9.99 - Scavenger Hunt • Africa (8+)... .24.99 G003 Desert Raid .. 

.12.99 . Sooty's Paint Package. 9-99 . G004 Electro Body 

-19.99 Sound It Out Land (4-6). 24.99 G005 Bio-menace., 

Sound It Out Land 2 (4-6). 24.99 G006 Jetpack 


- 29.99 Space Hulk.. 

. 29.99 Space Quest 1 or 2 or 3. 

..26.99 26.99 Space Quest Quad Pack. 

..12,99 12.99 Space Quest Collection. 

.. .24.99 Space Simulator. 

.. .29.99 Spaceship Warlock. 

.. -27.99 Spawn. 

.. -12.99 Speedball 2. 

..27.99 27.99 Speed Racer. 

..12.99 13.99 Spectre VR. 

.,12.99 . Sport Challenge. 

..22,99 . SSN-21 Sea Wolf. 

,.12.99 . Stalingrad. 

.. -29.99 Star Crusader. 

..27.99 27.99 Star Crusader Data Disk. 

-19.99 Star Crusader Speech+Data. 


..28.99 28.99 
..26.99 26.99 
..26.99 27.99 
..26.99 26.99 
...19.99 19.99 
...26.99 27.99 
... 19.9919.99 
...22.99 27.99 
26.99 

...26.99 . 

...12.99 32.99 
...12.99 -— 

...28.99 - 

... .29.99 

...29.99 - 

• 29.99 
•31.99 


UFO (OEM).. 

Syndicate Plus (OEM). 

TFX (OEM). 

The Psycotron. 

The Shadow Of Yserbius.. 
Tornado + Desert Storm... 
Wing Commander (OEM).. 


17.99 

10.99 

19.99 

12.99 


27.99 - G007 Commander Keen 4 

Spell It 3 (6+).24,99 . G008 Commander Keen 1 

Syracuse Lang Sys Spanish 4-9 .22.99 G009 Wolfen Stein 3d 

Syracuse Lang Sys French 4*9 
Syracuse Lang Sys German 4-9 


9.99 . Syracuse Lang Sys Japan 4-9 

, 9.99 9.99 Syracuse Lang Sys French 9+ 

5.99 . Time Flies (6-12 Years), 


22.99 G010 Wolfen Stein Extras. 

22.99 G011 Hoosier City . 

22.99 G012 Space Flight Simulator 


Worfd~Class Rugby (5 Nations) 9.99 . Time Life Astrology. 

YoJoe. 7.99 - Tidy the House (5-9 Years) 


JOYSTICKS & 
ACCESSORIES 


-.24.99 G013 Secret Agent 

10.99 . G015 Overkill . 

-15.99 G016 Classic Pinball. 

10.99 . g 617 Melt Down. 

-29.99 G018 Sapid Response. 

27.99 27.99 G019 Dark Ages I. 

-24.99 G020 Llamtron. 

29.99 G021 Last Half Of Darkness. 


2M Parallel Printer Cable ... 
3M Parallel Printer Cable ... 

8.99 . 5M Parallel Printer Cable ... 

26.99 . 10M Parallel Printer Cable . 

3 Button Serial Mouse . 


.. 27.9929.99 
..12.99 12.99 
..29.99 12.99 
..27.99 29.99 
..27.99 27.99 


2.99 

4.99 

6.99 

9.99 
9.99 


486 25 Mhz TO 63 Mhz Pentium Upg 279.99 


..12,99 12.99 
..29,99 29.99 
..16.99 17.99 


CD Storage Box (30 Capacity). 9.99 

CH FLIGHTSTICK.29 99 

CH FLIGHTSTICK PRO 59.99 

9.99 - CH Pro Pedals.79.99 

..13.99 - CH Virtual Pilot .64.99 

..26.99 . CH Virtual Pilot Pro.79.99 

Disk Box (40 Capacity). 4.99 


Tidy 

The Big Green Disc 

The Cruncher (10+). 

The Little Turtle (3-7). 

The Zoo - Behind the Scenes 

Thomas Tank Eng Collection...10.99 13.99 G022 Global Warfare 

Thomas Tank Eng Paint Pack ..12.99 13.99 G023 Duke Nukem 2 (3 Disks) 

Thumbelina. •««« 

Time Life Astrology. 

Treasure Island. 

Whales & Dolphins 
What's My Angle? (14+). 

Word Attack 3 (10+). 

World Atlas v4.0 . 

World Atlas v5.0 (OEM). 

Zoo Keeper (6-12) 

Zug's Adv 


13.99 G024 Reduke 

.. .19.99 G025 Morkin 2 . 

.. -12,99 G026 Hugo's House Of Horrors 

.. -22.99 G027 Hugo 2 , Who Dunn It. 

..24.99 . G028 Ford Simulator 2. 

..24.99 - G029 Ford Simulator 3. 

..12.99 - G030 Ken's Labyrinth. 

-12.99 G031 Zone 66. 

,..22.99 . G032 Gate World. 

1 ECO-lsland (4-9) 17,99 - G033 Cyber Chess. 


1.99 


Links Big Horn or Pebble Beach.16.99 . STAR TREK - FINAL UNITY 

Links Castle Pines or Firestone 16.99 . Stardust Super Edition. 

LINKS FANTASY COURSE.16.99 17.99 Streetfighter 2. 

Links Innisbrook or Mauna Kea 16.99 - Strike Commander. 

Links Prairie Dunes or Belfry....16.99 17.99 Strip Pot 


Star Trek 2 Judgement Rites....26.99 - Disk Box (100 Capacity). 

...... 35.99 Disk Drive Cleaning Kit 3.5" 

.29.99 Freewheel Analog Steering Wheel .. 27.99 

-36.99 FreeFlight Analog Throttle 


Star Trek 2 Judgement R«t 
STAR TREK OMNIPEDIA.. 
Star Trek Technical Manual.. 


Gravis Analog Joystick.. 


Lion King.22.99 . Stonekeep. 

Little Big Adventure.34.99 34,99 Subversion. 

Live Action Football.26.99 26.99 SUBWAR 2050. 

Loadstar. . 29.99 Super Karts. 

Loderunner.22.99 26.99 Superfrog . . 

Looney Tunes Screensaver.25.99 . SUPER STREETFIGHTER 2 

Lords Of Midnight. .22.99 Superhero League of Hoboken 26.99 26.99 

Lords Of The Realm.26,99 26.99 Syndicate (CD - Plus version).. 12.99 12.99 


..17.99 . Gravis Ace. 

..12.99 - 

..26.99 12.99 
..17.99 19.99 
32.99 


15.99 

89.99 

29.99 

39.99 

19.99 


JUNIOR ADVENTURES G036 Sky Roads. 

A Christmas Carol (8+).13.99 - G037 Jazz Jack Rabbit., 

Alistair & the Alien (5-10). .24.99 G038 Brix . 

Magic Labyrinth of 1 M Meen 9-13 .24.99 G039 Mutant Space Bats.. 


..13.99 - G040 Ramei Fox.. 

,.22.99 . G041 Psionics. 

..13.99 . G042 One Must Fall.. 

G043 Raptos.. 


Gravis PC Gamepad. 

Gravis Phoenix Flight/Weapon Control99.99 

8.99 - Joystick Extension Cable. 7.99 

12.9912.99 Keyboard Extension Cable. 4.99 

Logic 3 Torn8do-JT251 (Analog).12.99 

Logic 3 Delta-Ray-JT256 (Digital).12.99 

Mains Extension Lead/Coupler. 3.99 

Mains Lead Moulded. 3.99 

Microsoft Home Mouse + Pack.27.99 

Monitor VGA/SVGA Ext Cable. 4.99 

Mouse Extension Cable. 4.99 


29.99 32.99 

13.99 

26.99 26.99 


Robin Hood (8+).. 

The Lost Tribe (8+). 

The Three Bears (5-10).. 

The Wizard Of Oz (6+).. 

Wind In The Willows (8+).13.99 G044 Wacky Wheels , 

TALKING STORYBOOKS G046 Doom Extras. 

Goldilock & Three Bears.10.99 - G047 World Cup Cricket . 

Jack & the Beanstalk.10.99 G048 xargon. 

Lion King. .29.99 G049 Power Chess.. 


The Three Little Pigs.. 
The Tortoise & the Hare... 
The Ugly Duckling 


,.10.99 . G052 Mystic Towers . 


..17.99 . TACOPS (Windows).. 


Dune/Robocop 3. 13.99 

Dune 2/Lure of the Temptress . -13.99 

Dungeon Master 2 .26.99 29.99 

Earth Siege. 29.99 

Ecstatica. 27.99 


Elder scrolls. 

Elite +.. 

Elite 2. 

Empire Builder... 
ENCARTA 1995... 
Epic + Shuttle. 


..27.99 27.99 
..12.99 12.99 
,,26.99 28.99 

.. .31.99 

.. -59.99 

.. .13.99 


MACHIAVELLI. 

MAELSIROM 

Magic Candle 2. 

Magic Carpet. 

Magic Carpet - Hidden Worlds 
Manchester Utd The Double... 
Maniac Sports.... 

Mario Game Gallery. 

Master of Magic. 

Masters of Orion 

Match Day Manager. 

Mechwarrior 2. 

Megarace/Bloodnet. 

MEGATRAVELLER 1 OR 2. 

Menzoberranzan. 

Metal Marines (Windows). 

Microsoft Cinemania '95. 

Microsoft Fine Artist. 

Micro Machines. 

Mike Ditka Football. 

Military Masterpieces. 

Mortal Kombat. 

MORTAL KOMBAT 2. 


.29.99 

. 9.99 

11.99 - 

29.99 34,99 
— 14.9 


Tactical Man . 

Tank Commander. 

Task Force 1942... 

Team Yankee. 

Temptation (Compilation).. 


22.99 22.99 Terminal Velocity 

. - 26.99 TFX. 

,19.99 26.99 The Big Red Adventure 
.27.99 27.99 The Blue And The Gray 

.12.99 12.99 Theme Park. 

.10.99 12.99 THE AIRPORT. 

.^6.99 . The Joys of Sex. 

.22.99 The Last Dynasty. 

.12.99 12.99 The Louvre. 

.27.99 27.99 The Orion Conspiracy... 

.22.99 - The Plague. 

. -39.99 The Pure Wargame. 

. .39.99 The Ring Cycle. 

.19.99 - The Scottish Open. 

.10.99 . The Scroll. 

-22.99 Thomas Tank Pinball.... 

.22.99 - Three Worlds. 

.22.99 22.99 Thunderscape. 

.34.99 Tie Fighter. 

. .12.99 Tie Fighter • Def of the Empire.13.99 

.12.99 12.99 Tie Fighter - Mission Disk 2 


..26.99 . Mousehouse . 

..22.99 - 

.. .26.99 

..12.99 12.99 
..12.99 12.99 

.29.99 

..27.99 29.99 
-.27.99 29.99 
..26.99 26.99 
..26.99 26.99 
..27.99 29.99 
... -29.99 

26.99 

32.99 

29.99 

• 26.99 

• 29.99 

• 24.99 

• 29.99 

-26.99 

• 22.99 
...12.99 13.99 

• 28.99 
- 28.99 


Mousemat. 1.99 

MT Speakers 2x5 watt-SBC600.19.99 

Quickjoy Optix Switchable - ArVOig 29.99 

Quickjoy Raider-SV206 (An). 9.99 

Quickjoy Propad-SV230.10.99 

Quickjoy Fighter M5-SV201.13.99 

Quickjoy Topstar-SV227 (Dig).17.99 

Saitek Megagrip 3-MX230 (An).12.99 

Saitek Megagrip 7-MX732 (An).13.99 

Saitek Megagrip 8-MX734 (Dig).14.99 

Screenbeat 3 Speakers • SB203. 12.99 

Screenbeat 4 Speakers - SB204. 11.99 

Screenbeat 5 Speakers • SB205.11.99 

Screenbeat Pro 50 Speakers - SB250 32.99 

Soundblaster 16 Value SB-2770.89.99 

Soundblasier 32 AWE.239.99 

Suncom Dual Joystick Adaptor. 6.99 

Suncom FX2000 (ANALOG).19.99 

Suncom G-Force Yoke.49.99 


EDUCATIONAL 


3.5" Blank Discs 


G053 Combat Zone 

G054 Doom Front End VI .31. 

G055 Rev Of The Mutant Camels 
G056 Doom Wadpac 1 


G057 Doom Editor Utilities. 

G058 Cosmo's Cosmic Adventures 

Unbranded G059 Mahjong Vga ... 

)PcProGor 


TDK Precision 

Low High Low High Low High G060 
10 5.99 6.99 3.99 5.99 3.50 4.99 G061 Space Chase 

20 11.50 13.50 7,50 11.50 6.50 9.50 

50 27.50 32.50 17.50 27.50 16.25 22.50 

100 52.50 62.50 32.50 52.50 29.99 42.50 


_ X004 Astrotit.. 

115.99 . X005 Xxx Printmaster Graphics ... 

249.99 X006 Strip Black Jack 

X008 Naughty Nips 1 . 

X009 Naughty Nips 2. 

X010 Naughty Nips 3. 

X011 Naughty Nips 4. 

X012 Naughty Nips 5. 

X013 Naughty Nips 6. 

X014 Naughty Nips 7. 

X015 Naughty Nips 8. 

X016 Naughty Nips 9. 

X017 Naughty Nips 10. 

X018 Naughty Nips 11 . 

X019 Easy Access 1. 

X020 Easy Access 2. 

X021 Easy Access 3. 

X022 Easy Access 4. 

X023 Easy Access 5. 

X024 Easy Access 6. 

X025 Easy Access 7. 

X026 Easy Access 8. 

X027 Easy Access 9. 

X028 Easy Access 10. 

X029 Easy Access 11. 

X030 Easy Access 12. 

X031 Easy Access 13. 

X032 Easy Access 14. 

X033 Easy Access 15. 

X034 Easy Access 16. 

X035 Easy Access 17. 

X036 Easy Access 18. 

X037 Easy Access 19. 

X038 Easy Access 20. 

X039 Easy Access 21. 

X040 Easy Access 22. 

X041 Easy Access 23. 

X042 Easy Access 24. 

X043 Easy Access 25. 

X044 Easy Access 26. 

X045 Easy Access 27. 

X046 Easy Access 28. 

X047 Easy Access 29. 

WX001 Xotic Xtasy 1. 

WX002 Xotic Xtasy 2. 

WX003 Xotic Xtasy 3. 

WX004 Xotic Xtasy 4. 

WX005 Xotic Xtasy 5. 

WX006 Xotic Xtasy 6. 

WX007 Xotic Xtasy 7. 

EDUCATIONAL 

E001 Batch File Tutorial. 

E002 Wp For Kids. 

E003 Pc Fast Type . 

E004 Gese Computes Studies. 

E005 Gese Physics. 

E007 Gese Science. 

E006 Gese Mathematics . 

E008 Word Rescue. 

E009 Maths Rescue. 

E010 Berts Dinosaur. 

E011 Educational Atlas 1994. 

E012 French Tutor. 

E013 German Tutor. 

E014 Henrietta's Book Of Spells 

E015 Pc Tutor. 

E016 Talking Teaches For S.B. 


,,1.25 

..1.25 

..1.25 

..1.25 

..1.25 

..1.25 

..1.25 

...1.25 

...1.25 

,..1.25 

...1,25 

...1.25 

..1.25 

...1.25 

...1.25 

...1.25 

...1.25 

...1.25 

...1.25 

...1.25 

...3.75 

...1.25 

...1.25 

...1.25 

...1.25 

...1,25 

...1.25 

...1.25 

...1.25 

...1.25 

...1.25 


G062 Td2192 . 
G063Omf 2097.. 
G065 Duke Edit.. 
G066 Epa Trek . 


27.99 - 10 out of 10 Dinosaurs.18.99 - Astound V2 

10/10 Driving Test.18.99 18.“" ~ ‘ 

13.99 - 10 /10 Early Essentials 3-7.18.99 18. 


Accent Express. 

Accent Special Edition. 

Accent Professional vl.1. 

Access v2.0. 

After Dark v3.0. 

Alpha Five. 

Amiprov3.1 (Windows).. 
Approach .. 


29.99 

89.99 

189.99 

289.99 

26.99 

39.99 

109.99 

109.99 

175.99 

Borland Quattro Pro v5 DOS 45.99 
Borland Sidekick for Windows 39.99 


G067 Air Traffic Controller . 

G068 Word Puzzle Solves. 

G069 Tubes. 

G070 Rescue Roves. 

G071 Heartlight . 

G073 Firm Favourite . 

G074 Dinosaur Predators . 

G075 Missile. 

G076 Line Wars 2. 

G077 Fleet Street Soccer. 

G078 Skunny Karts. 

G079 The Multi-dimensional Thief, 

G080 Patience 10. 

G081 Nethack. 

G083 Eggy. 

G084 Xatax. 

G085 Highway Hunter. 


..1.25 

..1.25 

..1.25 

..1.25 

..1.25 

...1.25 

..2.50 

..2.50 

...2,50 

...1.25 

...1.25 

...1.25 

...1.25 

...1.25 

...1.25 

...1.25 

1 25 
...1.25 
...1.25 
...1.25 
...1.25 
...1.25 
...1,25 
...1.25 
...1.25 

2 50 

2 50 

...1.25 

...1.25 

...1.25 

...1.25 

...1,25 

...1.25 

...1.25 

...1.25 

...1.25 

...1.25 

...1.25 

...2.50 

...2.50 

...2.50 

...1.25 

,...1.25 

...1.25 

....1.25 

...,1.25 


E017 Sea School.. 

E018 Picture Puzzle . 

E019 Chemic. 

E020 Bozzball. 

E021 Animated Memory Game.. 

E022 Animated Words. 

E023 Animated Alphabet. 

E024 Animated Maths. 

E025 Animated Multiplication & Division ..1.25 

E026 Spanish Tutor.1.25 

WINDOWS UTILITIES 

WU001 Meta Mouse For Windows.1.25 

WU002 Paper Saves For Windows.1.25 

WU003 Sales Forecast Pro . 

WU004 Printers Apprentice For 

WU005 Gorins Organizer. 

WU006 Jamware Icons. 

WU007 Year At Glance . 

WU008 Top Draw..., 

WU009 W-morph 

. . brseensaver VI .... 

..1.25 























































































































































































































































































































































































































































An exclui^jve Bo^irond^crafted Alien figure wbrth 
l^b^^siHEsoQ^Qlirtesy tif Mindscape! 

PLUS! 10 copjes of the Aliens game, plus a pair 


of tlclfets to Alien War fo^the runfllBrs-up! 




/ 

/ 

- % 


'/ 








f you’ve been reading PC GAMES over the 
past few months, you will have undoubted- 
_ - ly filled your pants over our preview of 

Cryo’s awesome new graphic adventure, 
Aliens. Based on the successful Dark Horse 
comic books. Aliens is one of the most visually astounding 
games ever to grace the PC 

And to celebrate its forthcoming-release this Autumn, 
Mindscape are giving away a unique 3-foot-high Alien j 
model, hand-crafted and hanj^-painted exclusively for / 
PC GAMES. We’ve also got ten copies of the excellent / 
CD-ROM epic to give away, as well as 20 tickets to the j 
Trocadero’s scariest ride. Alien War! - — 


Gimme, Gimmel V 

Well, hang on a second. We’re not going to give awa^fsoo 
worth of salivating Alien for nothing. No, you’ve g*to work 
for this prize matey, and that means coj^^ctly matching bp 
the screenshots below with their titles. For example, if you 
think screenshot A is Dragon Lore, then jot down A4. 

When you’ve worked out the answers for all four, write 
them on a postcard or a sealed^envelope and send it to: 
Aliens Competition, PC GAmIs, Priory Coutt, 30-32 
Farringdon Lane, London^^ECiR 3ALI. All entries must be 
received by the 31st of July. The winner will receive the 
exclusive Alien model, a^long with a copy of the game anfd a 
pair of tickets to Alien War, while ten runners-up will get 
the game and a pair of tickets to Alien War. 


The Small Print , 

This competition is-not open to employees of EMAP Images or Mindscape, orOTy of 
their friends or relatives. The competition closes on the 31st of July, and all winners will 
be notified shortly after. The Editor’s decision is final and no correspondence will be 
entered into. Only one entry per household. While every care is taken, we cannot be 
held responsible for any entries lost or damaged in the post. 


2. Warriors 
4. Dragon Lore 


1. Air Power 
3. Mega Race 






US TODAY 


The best products, the latest 
news from the eagerly 
awaited E3 consumer elec¬ 
tronic show in Las Vegas 


EASY-TO-USE 

TUTORIALS 


Expert advice and crystal 
clear step-by-steps 
guides to getting the 
most out of your 
PC - whether you’re 
using it for lottery A 

predictions, DTP 
or even making 
movies... 




GRAPHICS 

MASTERCLASS 


From beginner to expert, 
we’ll take you in hand and 
show you how to create 
stunning visuals like this 








V\fe’ve got & wealth of new 
additions lined up fop the Uuly 
issue of PC Review. Here’s ju 
a few to whet your appetite... 


INTERACTIVE 


Read our new, expanded 
section for reviews of the 
very best in multimedia 


ARTIFICIAL 

INTELLIGENCE 


What does it mean? 
How will it affect you? 
Plus - make a dat with 
an Al partner 


GAMES 


A brace-and-a- 
half of the finest 
games reviewed, 
including Apache 
and AIV Networks 





















Something special this month, 


mmrmmvi-imm 


an examination. Open wide 
and say “Wow!”. 


On The ‘Ead, Mate! 

S ick of staring at the screen for hours and getting a 
headache after concentrating really hard on your 
fave games? Feel too distanced from the action and 
looking for some way to get that in-yer-face experi¬ 
ence? Bored with virtual cockpits and having to press 
a key to look up and down? Well then, take a quick 
gander at these babies for a moment. They’re going to 
change the whole way you look at things — and that’s 
guaranteed. 

No, the things you’re seeing dotted around this 
page aren’t helmets for extra-cool cyclists. Neither are 
they the new range of Ray Bans. They’re VR headsets, 
and we’ve been looing forward to this moment in the 
office for ages. 

In fact, we’ve been looking forward to it since PC 
GAMES was launched. Why? Because virtual reality 
promises to be the start of a whole new gaming expe¬ 
rience, and because for all the promises that the head¬ 
sets were virtually here it’s only now becoming a real¬ 
ity (no pun intended). 

What VR headsets do is to put a pair of tiny screens 
in front of your eyes and headphones over your ears, 
totally immersing you in the game you’re playing. But 
there’s more, since they also add to the games them¬ 
selves and even the gameplay. The headsets have 
motion tracking, which means that if you move your 
head, the view moves with you. So, you really can look 
around you in Doom or Dark Forces or whatevr your 
favourite flight sim is. 

The thing you’ll notice about each of those games 
is that they’re 3D games. Motion tracking doesn’t help 
when playing other stuff, because there’s nothing to 
look around. The only benefit is in the total immer¬ 
sion. Strategy gaming in VR is just plain silly, since it 
doesn’t add a whole heap to the game. 

That said, there’s been a lot of hype over the last 
couple of years about this stuff, and finally I got my 
grubby little mits on the finished products. Was it all 
worth it? Read on... 

i-Glasses 

r he company’s called Virtual i- 0 , and they’re the 
new kids on the VR block. However, they’re also 
the guys who’ve got their stuff together and looking 
good in the shortest time. 

i-glasses is a wild invention which looks totally 
cool when you’re wearing it, and works completely dif¬ 
ferently from the competition. You can see through 
the screens for starters, which means that you can use 
the keyboard or spot somebody making rude gestures 
at you while you’re plugged in. 

There’s a ‘blast shield’ if you want total darkness, 
but being able to see out is pretty useful since you’ll 


never suffer motion sickness, a bit of a problem for 
some people using the other sets if they wear them for 
too long. The other thing is just how light they are. 
You hardly know you’re wearing them, which is great. 
Heavy headsets are a pain in the neck, believe me — 
in the most literal sense. 

Add to this excellent picture quality by VR stan¬ 
dards and the cheapest price of any of the sets (still 
bloody expensive, mind you, although prices should 
drop over the next few months in all VR), and it looks 
like a winner. 

Well, yes and no. I liked the i-glasses. Lots. And 
lots. They were extremely easy to install, easy to 
adjust and easy to use. But the problem is that they 
aren’t total immersion because you can see (and hear 
as well — the headphones aren’t very big) what’s 
going on outside in the real world. 

It’s horses for courses in the end, but the experi¬ 
ence wasn’t any worse for it as far as I was concerned. 
You might think differently and prefer to go for the 
total feel, but there’s one more feature to entice you: 
the i-glasses are TV compatible too, which is perfect 
for late nights when you don’t want to disturb anyone 
in the house and fancy watching the late night slasher 
movie on Channel 4. 

• Distributed by: ICE. Price: £599. Tel: (01453) 821814. 
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A Sight For Sore Eyes 

So what games are best on VR headsets, then? 
Many of the big developers are thinking about con¬ 
verting their games to make use of VR headset com¬ 
patibility, and some are even looking at designing 
games especially to use the motion tracking as a 
part of the game. 

The games that you’ll want to try if you test- 
drive the headsets for yourself are Doom (or one of 
its variants — Dark Forces is a goody). Descent 
(decidedly weird, but definitely superior play in the 
3D environment). System Shock (RPGs will never be 
the same) and a good flight-sim. Flight Unlimited 
has the best support so far, but expect others to fol¬ 
low suit from now on. 

And the future? Well, think about racing games 
where you can look over your shoulder to see who’s 
coming up behind, or a graphical adventure in real 
3D, where you pick up and use objects in the first- 
person perspective? These, and more options 
besides, are just over the horizon... 


/-- 

CyberMaxx 

C yberMaxx has a bit of a chequered past, 
headset-wise. They’ve been around for ages, 
but went through at least one massive redesign 
when it was clear that the product was totally 
crap. They changed distributors in the UK from 
ICE, who now do the i-glasses. And they aren’t 
quite certain exactly when the gear will be avail¬ 
able over here (but it will be in the next few weeks 
for sure). 

This would all be by the by, except that the 
product’s a bit chequered too. It offers a more 
total immersion experience than the i-glasses, 
without being as heavy or as difficult to install as 
the VFXi. In theory that should make it the perfect 
middle-ground headset offering something for 
just about everyone. 

Unfortunately, though, as it stands the design 
means that it tends towards offering the worst of 
both worlds. It may not be that heavy, but the 
unbalanced weight (especially around the face) 
and the bizarre torture-device adjustment con¬ 
trols make it less than 100% pleasant to wear after 
a while. It may be airy and easy to get working, but 
the construction is weak with controls 
feeling like they’d break off in a 
minute — the last thing you need 
when you’re busy batting Imps in 
Cyberspace. 

The only reason I’m being quite so 
harsh is that this is a lot of money 
we’re talking about if you fancy buy¬ 
ing a headset, and it might as well be 
just right. There’s certainly nothing 
wrong with the picture, and the sound 
is very nice indeed, but it strikes me 
as being a so-so product where excellence is real¬ 
ly needed. Flarsh, I know, but essentially fair. 
Perhaps by the next generation of headsets they’ll 
have got the problems sussed and will be right up 
there in the marketplace. Not for now, though. 

• Distributed by: EuroDirect. Price: £703.83. 
Contact: (01483) 776577 - 


(Above) Although a reviewable 
version of Forte’s VFX-i headset 
wasn’t available at the time of 
going to press, early indications 
are that it could prove to be the 
best of the bunch. 

(Left) CyberMaxx’s headset in 
action. Hey — just love the 
beard. Mister... 


VFX-1 

n ight up front I’ll admit that Forte didn’t get me a 
fm headset in time to do the same tests as with the 
others. That’s because it needed a few tweaks before 
release, which should be sorted by the time you get to 
read any of this. 

However, I have been using this piece of kit (in its 
development form) on and off for a couple of years 
now, so I can tell you plenty about it in general. Yes, 
for a couple of years it’s been on the verge of release, 
and only just now is it hitting the shelves. Still, it has 
got better over time and, although it’s the most expen¬ 
sive of the big three headsets you’ll see this Summer, 
it is very good quality. 

The VFX-i is designed by an outfit called Forte to 
offer total total immersion. A nuclear bomb could go 
off outside while you’re playing with it and you would¬ 
n’t notice. It’s built like the proverbial brick lawy 
(although I still wouldn’t recommend dropping it from 
a great height — VR requires some sensitive parts) 
but manages to be remarkably comfy. It’s snug around 
your head without chaffing, thanks to generous 
amounts of padding and, although heavy, has the 
weight distributed just right. The picture and sound 
quality in excellent, too. 

If you’re going to really get into your games then 
this is the way to go, but it’s also the headset most 
likely to leave you disorientated after a sesh. Because 
you can’t see out for love nor money while playing, 
you’ll be glad for Forte’s own controller, the 
CyberPuck, which puts easy control in your reach. 

The only other little flies in Forte’s virtual oint¬ 
ment? You do look like a bit of a prat wearing the VFX- 
1, since it’s an ugly piece of kit, and the installation is 
a bitch. As for the experience, though, you won’t bet¬ 
ter it — and that’s testimonial enough for me. 

• Distributed by: Zye Technology. Price: £927.08. 
Tel: (01293) 531221. 
















hutohinson Multimedia encyclopedia 


Doom II Screensaver 

IXou’ve played the game, you’ve read the hints and 
f now you’ve got the chance to see your Windows 
invaded by the assorted Hellspawn of the world’s 
favourite game. Flying toasters? Pah, who needs 
them. Give this a shot (quite literally) and nobody’ll 
dare call you boring again just because you like 
spending your time in Windows. 

The screensaver comes in four modules. In Barrels- 
O’-Fun you can watch a poor defenceless demon 
saunter past a line of barrels. Suddenly, one of the 
weapons randomly pops up and starts firing. Oh dear, 
it would seem that the barrels have gone off in a chain 
reaction, and the demon is nothing but a red smudge 
on the inside of your monitor. 

The other three modules are the Duel (where two 
randon creatures get to beat each other silly). 
Fireworks (in which creatures get thrown up from the 
bottom of the screen and, as they start falling again, 
they explode messily) and my personnal favourite, the 
Skeet Shoot (monsters get toasted by an Arch-Vile 
before a shotgun finishes them off). 

Nobody’s ever going to claim that the Doom II 
Screensaver pushes your PC system to the limits, or 
even that it’s a graphical feast — if you’ve got 
Windows then you can doubtless find something 
much prettier. Still, it’s got a fun quality about it and 
that can’t be bad. A few more modules would have 
been good, and who knows, maybe they’ll bring out 
some more some time. 

Overall, this modules features are nicely put 
together with masses of controls (how long before the 
screens change, the sound options, and all that jazz) 
and it’s just good to watch Doom carnage without 
being in danger of getting wasted yourself. All that 
and it saves your screen. 

• Distributed by: GT Interactive. Price: £29.99. Tel: 
(0171) 258 3791. 


Amazing 3D Games 
Adventure Set 

P ersonally I reckon that books about comput¬ 
ers are really yawn-worthy and never really 
bother with them. However, that said, I did stop 
for a second glance at this little number (actually 
bloody thick) by Lary Myers. 

A3DGAS is basically a how-to book, in this case 
how-to make a 3D game. It comes complete with a 
CD-ROM on which is a copy of a 3D engine to get 
you up and running, and the bulk of the book tells 
you what to do with it. It’s not simple by any 
stretch of the imagination, because you effective¬ 
ly have to learn a programming language, but if 
you’re willing to read a few pages a day and take 
it methodically, then Lary’s pretty good at explain¬ 
ing what’s going on. 

Once you’ve mastered the basics then the little 
bells and whistles bits start. There’s a section on 
designing levels, on texturing floors, on anima¬ 
tions, and all sorts of things that turn a simple 
idea into a real game. Although therePs chat on 
secrets and sliding doors, don’t expect to be com¬ 
ing up with the next Doom here. Not that you’ll 
have any problems impressing your mates after a 
little while, though, because the results can be 
remarkable after a while. 

All of which is thanks to Lary and his easy¬ 
going style of writing. Which is good news if you 
fancy becoming a game design guru, but get thor¬ 
oughly intimidated by hundreds of pages of code 
to follow. A3DGAS is a lot to read, for sure, but you 
don’t half feel good when you get some results. 

• Published by: IDG Books. Price: £38.99. Tel: 
(0181) 579 2652. 
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I I Lucat George 1944- 


.QQIlucas 


/'luikas/ 

f« US film dirsetor and producer. His imagination was fired 
by the comic books in his father's store. He wrote and 
directed Star Wars 1977 and wrote and produced Tt» 

Empira Strikes Back 1960 and Return of the Jecli^9S^. 

His other films as director include THX1138 1971 and 
Americer) Graffiti 1973. Later works as a producer A. 
include RaiderB of the Lost Ark 1981, Indiana Jones and 
the Temple of Doom 1984, WillcM 1988, and Indiana ▼ 
Jones and the Last Crusade 1989. 


I j Lucat Robert 1937- 

riuikas/ 

US economist, leader of the University of Chicago 
school of'new classical' macroeconomics, which 


Lubovitch Lar 1943- 
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lubricant 

lubricity 

LubumbashI former! 
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Lucas George 1944 
Lucas Robert 1937- 
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Luce Clare Boothe 

Luce Henry Robinsi 
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US film director and producer. His imagination was fired 
by the comic books in his father's store. He wrote and 
directed Star Wars 1977 and wrote and produced The 
Empire Strikes Back 1980 and Return of the Jedi'1963. 

His other films as director include THX 1138 1971 and 
Americen Graffiti 1973. Later works as a producer ML 
include Raiders of the Lost Ark 1981, Indiana Jones and 
the Terrtple of Doom 1984, Willem 1988, and trxHana ^ 
Jones and the Last Crusade 1969. 
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Hutchinson Multimedia 
Encyclopedia 

O i, am I missing something here? Am 1 the only 
person in the world who expects some proper 
multimedia in his multimedia encyclopedia? Yeah, it 
seemed a bit odd to me, too. 

Hutchinson seem to be under the impression that 
if you throw together 34,000 bits of information, an 
atlas and a dictionary then you’ve got a winning for¬ 
mula on your hands. Sorry guys, but that’s not quite 
the case. If it’s on CD-ROM then it needs more pictures 
and sounds to go with the text, and just plain more 
text in each description. 

You see, for all those 34,000 entries, you only get 
a tiny bit on each subject. Compared to Encarta’s 
pages of information and oodles of real multimedia 
bits, it’s a lost cause all round. Now don’t get me 
wrong about this — there are pictures and even video 
clips. They just don’t add a whole heap to the stuff 
you’d look up. 

Put that together with the fact that this is an 
English encyclopedia and it doesn’t have any more 
than the American efforts about European affairs (and 
certainly has less about American affairs), and I reck¬ 
on this is nobody’s bargain. 

Let other multimedia producers beware and learn 
the lesson that Hutchinson have been taught the hard 
way. Terminally average multimedia simply doesn’t 
cut it in this world any more. Go back to the drawing 
board and try again... 

• Distributed by: SoftKey. Price: £49.00. Tel: (0181) 
789 2000. 





















































































If you’ve got something to say, say 
it to Dave the Editor at: Letters, PC 
GAMES, Priory Court, 30-32 Farringdon 
Lane, London ECiR 3AU. Or Fax him 
on: (0171) 972 6710, or e-mail him at: 
PCREVIEW@CIX.COMPULINK.CO.UK. 


No Trouble... 

Dear PC GAMES, 

I would like to say a big ‘Thank you’ to 
The Troubleshooter Qune Issue) for 
helping me nurse my poor old hard disk 
back to health. I traded in my Acorn 
Archimedes (please don’t laugh) for a 
spanking new PC just six months ago, so 
I haven’t quite got a grip on the techni¬ 
cal side of things yet. Consequently, I 
find articles like Troubleshooter invalu¬ 
able when it comes to sorting out the 
messes I’ve managed to create. 

My problem was a bit different to 
that of Befuddled of Bournemouth’s, 
and I’d like to share it with your readers 
so that they don’t make the same mis¬ 
take I did. i own a 66MHz 486DX2 with 
8Mb RAM, CD-ROM drive, Sound Blaster 
16, MS-DOS 6.2, Windows 3.11 and 
XTree Gold. Since I hate Windows and 
haven’t managed to get my head round 
DOS yet, i use XTree to find my way 
around my hard disk, copy files and all 
the other mundane things you have to 
do to get games and applications work¬ 
ing. it has a very useful command called 
PRUNE which lets you delete entire 
directory trees along with all the files 
they contain, which is very useful when 
it comes to getting rid of unwanted 
games and the like. Unfortunately, it’s 
also quite dangerous. 

Back in December, I installed a game 
demo from a CD I got on the front of a 
magazine (though not yours, I hasten to 
add). Although I read the instructions 
carefully and had the right memory 
requirements to run the game, I just 
couldn’t get the bloody thing working. I 
decided to have a look at the file in 
XTree, and what did I find? 

Well, the game directory was there, 
but instead of containing lots of nice 
game files, I found the entire contents of 
my hard disk, along with directory struc¬ 
tures, hidden files — you name it — 
reproduced exactly. It looked as though 
I’d copied everything on my hard disk 
into the new directory. 

Not being very bright when it comes 
to PCs, I panicked and PRUNEd the lot. 
Hey presto! One very empty hard disk. 
Many hours of re-installing programs 
later, I decided to bin the offending CD 
and forget about it. But four months 
later, exactly the same thing happened 
with a different game demo. This time I 
remembered not to delete anything, and 
ran SCANDISK instead which worked a 
treat, getting rid of the extra directories 
but leaving my hard disk intact. 

Apparently (or so the guy on the 
helpline told me), this problem affects a 
small number of CDs, and is caused by 



Far Too Small! 
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Dear PC GAMES, 

A word in your ears. Full Throttle — 95%? I don’t think so. I am a big fan of 
adventure games, and when I read your review of LucasArts’ latest in June’s PC 
GAMES I knew I had to have it. Ten hours and forty quid later, I’d finished the 
bloody thing. 

Yes, I’ll admit that it was a very enjoyable ten hours, and I have to agree 
with David Upchurch that the story was brilliant, the graphics were amazing 
and the hero was definitely the coolest bunch of pixels I’ve ever laid eyes on. 
But I also thought the puzzles were far too easy and I was able to whizz 
through the whole game without so much as engaging a brain cell. I’m not a 
genius by any means (I’m actually rather proud of my four GCSEs) so there’s 
no excuse for this at all. 

Full Throttle makes for a great day’s entertainment, but please remember 
that us poor punters actually have to part with real cash for this kind of thing. 
I’d really appreciate it if you gave some indication of the length of time it 
would take to finish games when you review them. Whatever happened to 
value for money? 

Andrew McLeod, 

Ayr, Scotland. 

Difficulty levels are notoriously hard for software developers to judge — what’s 
easy-peasy to one gamesplayer is mind-wrenchingly taxing to another. 

That said, you’re not the only person to complain that Full Throttle’s too 
easy, Andrew — indeed, in my review i mentioned that the puzzles were some¬ 
what lacking. Even so, T m amazed that you completed the game quite so quick¬ 
ly — it took me four days all told, but then T m thick. 

At PC GAMES the whole team is very aware that it’s in an extremely privi¬ 
leged position of being able to play games for free. We realise that you, our 
readers, have to pay a lot of dosh when you buy a new game, and so value for 
money is something we take very seriously. 


something known as a ‘file allocation 
table error’. What actually happens is 
that the faulty program creates a mirror 
image of your hard disk in a directory. 
So, although it looks as though all your 
files have been copied there, it’s an illu¬ 
sion — it’s just that you can see the 
same files in two different places. As a 
result, if you try to delete them, you’re 
actually deleting your original files. 

Anyway, thanks again for letting me 
know about SCANDISK, and if this prob¬ 
lem happens to you, just load up SCAN¬ 
DISK and it should sort you out. 

Peter Howard, 

Huntingdon, Cambs 

Glad that ol’ Trubbsy’s advice proved 
useful, Peter — we aim to please. As 
sharp-eyed readers may have noticed, 
our resident technical agony aunt has 
been absent the last couple of issue. 
However, rest assured that she’ll return 
again soon in the very near future, with 
yet more essential hints to help you 
survive the rigours of PC ownership. 


Seen It, Done It 

Dear PC GAMES, 

I know it’s a boring old topic, but I’ve 
just been reading your report about the 
Los Angeles E^ computer show in your 
July issue, and I can’t help wondering if 
there’s such a thing as an original PC 
game any more. 

Pretty much all of the games you 
mentioned, bar one or two notable (and 
noble) exceptions, were either sequels 
or clones of games that we’ve already 
seen umpteen times before. Personally 
I’m sick to death of Doom clones, no 
matter how good, and if I ever see 
another boring ‘interactive’ movie I 
think I’m going to puke. 

It would be nice if somebody could 
come out with something a bit different, 
instead of trying to cash in on the past 
by concentrating on sequels, clones and 
revamps of tired old games like 
Loderunner. Well, I guess it’s back to 
Minesweeper for me then, isn’t it? 

Terry Ashe, 

Brighton, East Sussex. 


It’s Mega! 

Dear PC GAMES, 

It’s my younger brother’s birthday soon 
and he wants me to buy him a good 
beat-’em-up for our PC. You seemed to 
like Super Streetfighter 2 Turbo and 
Warriors, but his favourite games are 
Virtua Fighters and Tekken. Do you 
know if there’s any chance that either of 
these are going to be released on PC, 
and if not, is there anything similar 
being planned? 

Rachael Smith, 

Croydon, Surrey. 


Neither Virtua Fighters or Tekken are 
currently scheduled for release on the 
PC, and to be honest I wouldn’t hold my 
breath waiting for them either. 
However, there’s a PC beat-’em-up in a 
very similar vein called FX Fighters, 
which is due for release any day now. 
Programmed by Argonaut (the people 
behind Creature Shock) and published 
by GTE Interactive, it promises to bring 
PC fighting games well and truly into 
the 90s. We should have a review of it 
next issue... 

Text Best Thing? 

Dear PC GAMES, 

I’m a programmer for an insurance com¬ 
pany, but I writing enjoy text adventures 
in my spare time. 

What I want to know is whether you 
think there’s still a market for this kind 
of game because most people appear to 
want fancy graphics, cinematic music 
and maybe a few well-known actors 
thrown in for good measure. I was think¬ 
ing of distributing a couple of my best 
adventures as Shareware, and won¬ 
dered if they might be suitable for one of 
your cover disks. 

I’ve tried them out on a couple of 
non-computer owning friends who 
claimed to like them, but I’m not sure if 
they would go down so well with people 
who are used to more sophisticated 
games. What do you think? 

Tom Callaghan, 

Bristol. 


Why not give it a try? You’ve got 
absolutely nothing to lose. True, many 
modern players do expect their games 
to be full of over-the-top bells and 
whistles, but there’s still a large per¬ 
centage who remember the ‘good old 
days’ when ‘stunning graphics’ meant 
five monochrome sprites wandering 
around an empty screen. Such people 
would no doubt welcome your games 
with open arms. 










We’re AU Going On A 

Summer HoUday ! 




Er, not quite. In fact, holidays will be the last thing on our 
minds over the next couple of months, because we’ll be 
working harder than ever on a new look, new size, new 
everything basically, PC GAMES. 

Of course, exact details of what the new PC GAMES is 
going to be like is all pretty hush-hush, mum’s-the-word, 
on-a-need-to-know-basis, have-to-klll-you-if-you-knew at 
the moment, but what we can tell you is that you won’t 
have seen a PC games magazine like it. We’re all pretty 
excited here about what we’ve got planned, I can tell you 
— and you will be too, when you see it. 

The problem is, it’s going to take time to get all these 
excellent new ideas into place which is why, sadly... 

There won*t be a September Issue of PC GAMES! 

However, we’ll be back the month after, so keep an eye 
out for us at your local newsagent. (In fact, it’ll be almost 
impossible to bloody miss us. Whoops! I think I’ve said 
too much already...) > 


The all-new, washes-whiter, fresher-smelling, doesn’t-rot-your-clothes 




On-sale September 1st. The best is yet to come. 







>ACE & ASTRO. 

lictures & documents from 
Order: CDSAS-15 £19-99 


UIMAGINEN^JO^™ 

Over tOOmb of great 3D Objects for Imagine 
Inc Starfrek, Cars, Household, Robots, Space 
lanes etc Order Code: CDABC -95 £1999 


□adult sensation 


Olucky 

bngofMo, 

^9a/n at just ot 


nCLASSIC CC 

^udeson CD, Strip Poker, 
.liasaw Pinups etc (18) 


CDRoiW 

Is Objects, SFX 
^<1 loads more 

CDLDR49 


NASA. 


Order code:CDADS-01 £19.99 


SENSATION V 0 I.I 


Every 3D renderers dream. Ove 
objects. Hundreds of Lightwave 
Postscript fonts, Amazing anima 
Colour fonts, Graphics tools, an 


FULL LIST OF CDROM TITLES 


AVAILABLE ON REQUEST. 


□ pro gif art 

Over 5000 top quality 256 colour GIF images, perfect for 
colour Desktop publishing etc. 

Order code: CDPGC-16 Only £19.99 


HINTS & TIPS BOOK 


panlon 


□world of clipart 


□ARCADE CLASSICS 

Classic arcade games. Pacman, P''°9ger. 
Space invaders, Centipede, Missle Comrn 

Omega Race etc. Order code. CDARC 7 


IS the best value collection of clipart 
Over 60 catagories, over 40,000 imaoi 
es stored in PCX, GIF, 

Order code: CDWOC-^ 


□ SPECCY SENSATION 

Includes over 500 all time classic spectrurn ga 
one CDROM. Also includes SW emulator or P 


-77 Only £ 16.99 Double CD 


□ INTERNET INFO 

Contains over 12,000 documents 
concerning the internet etc, 
maps, FAQ's etc. 

Order code: CDINT-69 £19.99 


□STARTREK MULTIMEDIA 

Contains tons of Animations, Windows Waltpapar imagos, 
GIF pictures. Samples in WAV format, sampled theme 
tunes and more. Order code; CDSTM04 £27.99 


□ ESSENTIAL UTILITIES 

A collection of the best Dos & Windows 
tools available. A BARGAIN BUY!!! 

Order code: CDEUW -74 £ 9.99 


□201 WINDOWS GAMES 

201 Great games for Windows. 

Order code: CDTHO-94 £19.99 


1 ENTERTAINMENT PAK 4 CD'S 

four CD set of Thousands of Windows utilities, clipart, 
nts, games eduction. Order code: CDEFP-96 £24.99 


MU^ 


^IC Marketing 
ctoria Centre. 
8 Victoria Rd, 
vindon, Wilts. 
',N1 3BU. UK 


Mail Order Hotline. 

01793 514188 



Fax Order line. 

01793 514187 


RIORITY ORDER FORM 
ame_ 


^ddress 


Model 


^yment Method, 


edit card number 
p date_ 


ommended PC configuration, 386 or 486, SVGA Monitor, 4mb Ram. 



1 ORDER VALUE 

- 


. 

Total goods value 


£. 

Postage & Packing 


£. 

Amount enclosed 


£. 




OVERSEAS ORDERS 

Overseas orders are welcome, but there is a mini¬ 
mum order of 3 titles, and please add £2.00 per CD. 

COLLECTING YOUR ORDER 
You are welcome to collect your order from any time 
between 9:30am - 5:30pm Monday - Saturday. 
ORDERING BY POST 

Simply send us your order, listing the items you 
require, the total cost, and your name & address with 
payment either by cheque or Postal Order, payable 
to EPIC MARKETING 

ORDERING OVER THE PHONE 
Call ahy time between 9:30 & 5:30 Monday - 
Saturday with your Credit card details and the items 
you would like to order. 

POSTAGE & PACKING 
UK & Mainland, add a total of £1.00 per CD. 


LICENCED SOFTWARE 

A majority of titles advertised here are exclusively distrib¬ 
uted by us. 

CONDITIONS OF SALE 

Goods are not sold on a trial basis. E&OE. 

Your statatory rights are not affected. 

TECHNICAL SUPPORT 

With a dedicated Technicai supports line we offer 30 days 
free technical support to all our customers on all our soft¬ 
ware titles. 

SATISFACTION GUARANTEED 

We now have a powerful new order processing system 
which ensures that over 90% of orders are processed with¬ 
in 48hours. And with over 80,000 satisfied customers you 
can be sure of a good service and fast delivery. 

PRODUCT KNOWLEDGE 
8 full time Knowledgable staff to assist you. 






























































































































MINIATURE 


MAYHEM 


BELIEVE IT. 


PC DISKS [5] 


CD-ROM [ENHANCED] 


tradeSrtc of Lewis O^ob Toys 
rnnteW 926 rJ 7'595 


CONSTR UCTion 


he joy of D.I.Y. is yours with 
which 

complete with a full-blown construction kit! 
It's "The most playable game in the 

Got that? Simultaneous ■— . 

Jrubber-burnin' races, ^ 

over 51 chaotic race tracks. Take 
control of 17 different air, land ,t. 

and sea vehicles blazing a trail of 5iN m 


Then there's that 

Create new vehicles! Design your own 
hazard-packed tracks! Include new rules! 
Do what the hell 


comes 


world 


Pumping music, screaming 
sound fx and the most finely- 
tuned gameplay you'll ever 
experience. Micro Machines 2: 
bigger, better, faster, meaner - 


Available on: 


Codemasters 


THE WORLD'S GREATEST RACE GAME" PC ATTACK 
























